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1,000 Tips, 1,000 Pictures 
and a Game of Connect Four 


Matteo Cossu 


We conceived this book with the idea of a text- 
book in mind. Nevertheless, when trying oun 
hand at the challenge of giving it a didactic 
slant, we were faced with a harsh reality. Do 
you remember high school? Or better yet, junior 
high? Long hours of staring blankly at a book 
alternated with chewing pencil tops and read- 
ing the same sentence over and over again. The 
texts seemed endless even when they were only 
short lectures—and it seemed they were trying 
to ransack our teenage angst-ridden thoughts 
In an attempt to deconstruct the essence of 
a textbook, we traveled back to those pimply 
years rationalizing what it was that drove us 
away. Grief, despair, and a recess of that angst 
still emerged but the answer was clear: those 
books imposed their knowledge on us. If we 
wanted to teach without wearing the uncom- 
fortable shoes of a teacher, if we wanted to ad- 
dress important and interesting issues in con- 
emporary graphic design without being cocky, 
presumptuous, or uselessly scholarly, then we 
were called on to find a new concept. A book 
hat would be, yes, didactic but at the same 
ime direct, non-exclusive, and that transmit- 
ed knowledge from peer to peer. As we tied 
all the elements together it became clear that 
it was like a puzzle, or a game of wit. A lot like 
Connect Four. We'd hereby like to describe the 
whole book-making process while...playing the 
game against ourselves 

We began from disc one-analyzing oun book- 
shelves and the design bookshops noting that it 
would be very interesting to put out a new kind 
of publication on the subject; something that 
had communicative strength and possessed a 
desire to share and a will to expose the day- 
to-day, step-by-step reverberation of design 
The title inscribed itself perfectly in our per- 
ception. It's a fact that the old Sanskrit root of 
the word "thousand" points to tavas, the suffix 


for “strong.” This concept of strength is exactly 
what we appealed to in orden to push through 
the foundation idea for this publication. 

This book aims to be more about designing 
than design. We intended to reveal the daily 
practice of the craft more than just the exhibi- 
tion of the crafted. Hence, oun concept traveled 
on these model tracks, and slowly took form. We 
needed a format that could condense as much 
information as possible; something that would 
be easy to read, quick, and attention-capturing 

So the idea of the “tip” was born-a small but 
useful piece of practical advice, encompassing 
the widest gamut of formats and expressive 
orms and explaining the most varied aspects 
of the trade. We explained to contributor de 
signers that they should envision the tips as 
if in the context of an instruction manual; in 
a perfect framework of cross references and 
inks, like a cut-through image of their own cre- 
ative essence, or of their more global approach 
o design. We briefed designers on this general 
intent, but we steered especially clear of im- 
posing any restriction in length or style of writ- 
ing. We are strong believers in graphic design 
as a desire, a dreamy thought of expression, 
with its applied facets of course, but with the 
ultimate goal of entertainment, reinterpreta- 
tion, and visual proposals—new visions of old 
ideas. In one word, creativity. And just like that, 
it was time to move to disc two on our meta- 
phorical connect four board. 

The texts from the designers yielded bewil- 
dering results. We couldn’t have asked more 
of the designers and they have been terribly 
responsible in this respect, following the brief 
to perfection, each one interpreting and cus- 
tomizing it to the fullest of their talent. The fin- 
ished tips represent all the tones in a range 
that goes from conceptual one-word keywords, 
to wisdom-enriched quotes, up to mini-essays. 


Ze Paz's (www.zedapaz.com) very personal reinterpretation's of the classic Connect Four game. 
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Inside the 1,000 the designers made space for 
themes such as inspiration seeking, designer's 
block, the genesis of the idea, the conditions 
most likely to generate an idea, the difficulties of 
production, the different influences, the ethics 
involved in designing and communicating, the 
most appreciated textbooks, and the creatives 
each of us look up to. But this is no strictly the- 
oretical book. There are also a lot of less glam- 
orous aspects, such as the production side of 
design and the countless times we curse our 
printers, software, deadlines, bosses, clients, 
interns, or the weather. Another important 
part of the tips was dedicated to sharing actual 
details such as finishes, color combinations, 
fonts, add-ons and plug-ins, and special soft- 
ware. This is particularly meaningful, because 
it means that many designers still have their 
feet on the ground. It means that many of them 
still see the design process as a sort of house- 
building in which the mason-designer needs 
not only an instruction manual and a project, 
but also solid, direct advice, shared and given 
unconditionally 

As you will see just by flipping through the 
pages, this book also has a very strong graphi- 
cal identity, rich and heterogeneous-someone 
might even argue against a certain lack of uni- 
formity. Nevertheless, this graphical connota- 
tion is an editorial choice and a direct conse- 
quence of the brief. Designers were asked to 
supply ten images to go along with the ten tips. 
As for the texts, we wanted the images to as- 
sume a somewhat didactic incline in the quality 
and theme of the images supplied. In conclu- 
sion there was complete freedom regarding 
theme, technique, and format. It’s been a point 
of dispute whether under this rule the publica- 
ton would lose order and certain rigidity nec- 
essary for ease of comprehension. We believe 
to have made the right choice. We were again 


amazed by the richness of the material that 
arted to happily fill our mailboxes, both virtual 
nd real. The material supplied to us is even 
ore diverse and distinct than the texts them- 
elves. Many designers decided to advise the 
eader about the numerous abstract aspects 
f designing. Some decided to investigate the 
pros and cons of order versus chaos finding, 
as Plato did, the overlapping limbs of both (see 
the Timaeus); others instructed on the attitudes 
to keep while dealing with clients, providers, or 
the clerk that won't give back correct change. 

Featured in the book you'll see illustrations- 
beautiful hand-drawn sketches, lo-fi post-it 
art, ironic vectorials, iconic vectorials, and 
austere typographic visuals. Custom-made il- 
lustrations had the advantage of being more 
direct, but banality never even surfaced in any 
of the projects. Other designers decided to ac- 
company their tips with photography—beautiful 
and meticulous, like in the case of Tom Cram- 
shaw's black-and-white renderings of tropical 
plants, or the no-less gracious hand-picked 
impromptu pictures of Heesun Seo reminding 
the good old times of Polaroids more than the 
glacial unfriendliness of this digital era. Her 
subjects are in motion representing stillness, 
or still, representing motion. Lighting is bright 
and cheerful or unlit and contrasting. On an- 
other plane, Jessica Scheurer used darkness 
that tinged everyday objects to illustrate her 
ideas. In between, rests a full kaleidoscope of 
photographical expression and assorted mixing 
of techniques. 

All these images have one common denomi- 
nator, and it would be erroneous to think that 
designers took this task lightly, providing just 
any old picture. The 1,000 pictures share a col- 
lective origin-spontaneously or through more 
complicated processes they were conceived to 
express or accompany the content in the text. 
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This observation lead us to move disc three. 
We asked ourselves how to interpret all these 
connections that designers made. Between 
hein intent of communicating and sharing wis- 
dom, between their choice of words and writing 
style and the picture they selected to illustrate 
he two above. Believing that such a mountain of 
data could definitely be mined, numbers plotted 
and conclusions drawn, we realized the need 
or a smooth ramp to take the reader on this 
printed journey. We thought that this could be 
achieved by accompanying this more practical 
prologue with a bird’s eye theoretical view on 
design. We decided to put it all in the very ca- 
pable hands of Luz del Carmen Vilchis Esquivel, 
PhD. Through the outlook of her experience in 
the academic side of graphic design, she dis- 
sected and elevated all the design jargon into a 
lucid recollection of what it is to be a designer, 
what it means to understand design and, most 
importantly, how visual messages are coupled 
with written word with the intent to pass on 
knowledge 

When we had to make the selection fon the 
100 designers, we based ourselves on the fact 
that any level of experience has precious view- 
points that are interesting to share. Included 
are designers of all levels. Some of them are 
pioneers in their fields, most of them have seen 
their work endorsed and prized in international 
awards, the great majority of them is regularly 
featured in graphic design blogs and special- 
ized magazines. But there was no formal filter 
of age or “experience” in the selection. The 
100 designers or studios that take part in this 
book range from industry gurus, to indepen 
dent artists cross-pollinating into design, to 
fresh out of school students with exceptional 
perspectives and views on design. 

We are strong believers of the horizontal 
aspect of graphic design. And although-as in 
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any discipline-there is a now, and there is a 
then, hierarchies are made to be subverted, 
and we believe that any creative person, no 
matter the experience or the preferred field of 
expertise can enlighten or guide the reader. 
Because our life experiences are all inevitably 
one of a kind. Our creativity becomes compre- 
hension through life experiences. And magi- 
cally, as coming out of a brainstorming tunnel 
there we were, the final move of our strategy, 
the diagonal section connected with disc four. 
And the game was closed. 

Knowledge is strength, and freedom is 

strength. But freedom can only come from the 
transmission of what we know, from teaching 
and from passing on the skills that we got from 
others. Freedom comes from being part of this 
cycle that takes any discipline, not only graph- 
ic design, to continually shape itself into new 
forms, melt and dry to melt again in an endless 
Heraclitean continuum of reinventions. 
All in all, we want these 320 pages to rest 
undusty on your shelves, we'd like to be in- 
cluded in your daily routines, to be there with 
the cereal and with the deadline-driven-late- 
night-slumber-eyed-coffee-tasting last mouse 
clicks before handing in, smartly dressed but 
with mismatched socks. We want you to carry 
the book in your oversize bag, we want you to 
use it as your grandmother’s cookbook when 
cooking for your sweetheart, or better we want 
you to keep it through the years and maybe use 
it as a gift for the next generation of graphic 
designers this world will see. 
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Understanding Design 
from a Design Perspective 


Luz del Carmen A. Vilchis Esquivel, PhD 


1,000 Ideas by 100 Graphic Designers is a cu- 
mulus of ideas that do not generally crop up 
in the everyday world of graphic design. As 
a matter of fact, one would be hard pressed 
to actually hear a graphic designer’s voice. 
We know designers through their designs, as 
professionals immersed in a project, whether 
traditionally pouring over a desk and drawing 
sketch after sketch in an indefatigable factory 
of ideas, or in a digital space, generating alter- 
natives from a core concept. 

The ideas in the design are always for the 
design; designers think about the message, 
they interpret it, and give it a meaning that en- 
compasses the central significance as well as 
underlying ones; they choose the ideal medium 
or mediums for the conception and carry out 
a series of functional steps to achieve a final 
result: the design creation 

Nevertheless, talking about this process is not 
easy. It requires a great introspective effort, 
“directing attention towards the design itself,” 
towards the designer’s personal trajectory, to- 
wards a series of lessons from experiences that 
have left a permanent imprint on the individual. It 
also requires an attitude of generosity to distill all 
this information, and extract fragments of knowl- 
edge and know-how 


In the Shoes of a Graphic Designer 

When we imagine 1,000 ideas on graphic de- 
sign, we can compare this concept with the 
well-known basic guide of colors that unfolds 
like an attractive range of tones, saturations, 
and levels of shininess, which can be combined 
to create the 16 million colors available to us on 
the digital colon pallet. 


! Vilchis Esquivel, .Disefio. Universo de conocimiento, p. 11-28. 


The first pillar of these tips is an accumu- 
lation of years of practice and knowledge on 
composition, on a structure's values, on visual 
literacy, about semantic characteristics, de- 
grees of iconicity, frameworks, or, in a nutshell, 
a mastery of visual grammar 

There are also aspects relating to genre, that 
is, decisions about the best means to transmit 
the message through the right medium, in rela- 
tion to the assortment of objects encompassed 
in design: books, magazines, newspapers, an- 
nual reports, packaging, promotional materials, 
posters, wall advertisements, mobile publicity, 
architectural signage, corporate identities, to 
complex visual structures such as campaigns, 
signage systems, corporate identities, brands 
and products, without forgetting the full scope 
of linear and nonlinear narratives, ranging 
fram comic strips to animation and multimedia 
graphics 

Finally, there are the determining factors of 
all visual communications, the different pur- 
poses for which the design is made, taking into 
account the special ways of communicating with 
issuers and receivers: publicity, propaganda, 
educational or cultural material, informative 
design, indicative design, even ornamental or 
plastic design.! 

Each of these modalities refers to specific 
values of the message and important rhetori- 
cal resources. Graphic designers have to con- 
stantly oscillate between the visual rhetoric 
for seducing, persuading, or convincing, and 
the rhetoric of implication and exaltation, or 
between the rhetoric of learning and the in- 
formation being transmitted to the borders of 
aesthetics and leisure. 


The Imprints of Design 

Our understanding graphic design expresses 
oun most immediate thoughts: knowledge aris- 
ing from the perception of the design object 
upon capturing its characteristics, contrasts in 
shape and color and the quality of the means, 
he efficiency of the medium, and its external 
relations. Understanding is explaining, unfold- 
ing the design, detailing its contents and un- 
derstanding its significance. As Jorge Frascara 
explains, “The design of visual communication 
is an intellectual, social, aesthetic, and prac- 
ical discipline, which consequently involves 
many levels of human abilities: power of analy- 
sis, mental flexibility, clarity of judgment, visual 
refinement, technical knowledge, manual skills, 
cultural awareness and ethical responsibility."! 

Understanding graphic design is also going 
deep into the object being designed, transferring 
its forms and grasping it, squeezing it, hugging 
it, making it something intimate and personal, 
making it part of you, melting it, sharing it. Itis a 
profound act of interpretation that explains and 
justifies the motives of the graphic design. 
Recapitulating, the designer redirects his 
attention towards his own design and judges 
the essential elements to be able to express 
them in words, describing and committing the 
word that expresses the fundaments of that 
which is known. 

The knowledge of what has been designed 
here takes on importance in the voices of 
those who accept the risk of increasing their 
commitment to the design in a collective ac- 
tion, in the need to identify their thinking in 
specific ideas, more specifically, constructing 
an ideology and directing attention toward the 
design’s social impact. 


This journey goes beyond bringing the design 
to life. It does not peter out in the explanation, 
rather it focuses on human effort and involves 
conscious ethical, sociological, anthropological, 
and aesthetic considerations, integrated in a 
conceptual compilation that, on different levels 
of graphic design, constitutes what is called 
global vision, objective spirit, or ideology. 
Participating in an act of reflecting on, eval- 
uating and disseminating the graphic design, 
rom a practical and personal perspective, is 
an external manifestation, an act of definition 
stemming fram the discovery of the self, and it 
nvolves deliberation, intention, and purpose. 
“Tt is important to grasp the design with liber- 
y...our lives and thoughts actually have a com- 
prehensive nature...we should have the liberty 
o examine the design...through this process of 
interaction, new impulses are obtained in the 
creation of new designs..."? 


Listening to the Voices of Designers 
Graphic design, impregnated with its origins 
of a deep practical meaning, cannot evade the 
many ideas and approaches generated by hu- 
man behavior. 

For this, itis important to understand graph- 
ic design, in each of its facets and as a whole, 
in each stage of the process and as a finished 
project, as this implicitly contains the interpre- 
tation of the discipline itself which, just like any 
other area of human knowledge, requires maxi- 
mum effort in the generation of ideas.? 

Understanding design in this way is the task 
of inteligence, which identifies the needs and 
sets out the alternative solutions. The variety 
of interpretative conceptions affirms, in all the 
tones and for the different reasons, the diver- 


1 Jorge Frascara, El diseño de comunicación, p. 165. * Takenobu Igarashi, «Mi relación con el diseño», p. 37 
5 Dr. Luz del Carmen A. Vilchis Esquivel, Diseño. Universo de conocimiento, p. 11-28. 
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sity of the arguments and the multiplicity of the 
currents that coexist in design spheres, and 
which give shape to interests and aspirations 
in daily life, in graphic language, and in soci- 
ety's visual culture. 

As Tomás Maldonado said in a visionary way, 
communication that does not fulfil the demands 
of "living dialog between men of the same era” 
does not comprehend its meaning. Communi- 
cation, stated the author, is not a resource of 
solitary persons but of social individuals in ev- 
eryday situations.‘ 

The most important of all this is that despite 
the plurality of trends, methodologies and proj- 
ects that are expressed about and from design, 
the deeper aspects of their comprehension are 
a common denominator underpinning the theo- 
ry and practice of the discipline. 

This is a space of professional perspectives, 
an interesting collaboration between counter- 
parts that will cause the conception of the de- 
sign and the design creation to differ. This di- 
dactic sequence, formed of tips that transform 
the design of today into a series of flexible and 
changing fields of knowledge, are points of ref- 
erence to resolve and identify designs’ needs 
and solutions 


Trajectories of the Perspective, Itinerar- 
ies of Ideas 

This variety of responses and explanations 
opens a horizon enabling the dominant aspect 
of graphic design to shed its “we do” aspect, to 
open the way for “we plan” against which the 
design reaffirms its creative capacity, from this 
diversity of clear, intelligible, and hence, didac- 
tic stances, that enable the design to be always 
seen as an innovative unit. 


All the ideas shown demonstrate the vari- 
ability of methods, and show the plurality and 
complexity of projects, leading graphic design 
through routes that have the parallel capacity 
to guide amateurs, students, and profession- 
als. 

Here the designer is not presented as a 
monolithic being, an inflexible element, or glo- 
rified figure;* instead, emphasis is placed on 
the fact that graphic design is as much a prac- 
tice as a concept and that its cultural context, 
added to the designer’s profile, is a sphere that 
converges with other spheres to create a sin- 
gle universe of knowledge 

True communication in graphic design there- 
fore entails knowing the special meaning of 
imaginary visual aspects with emphasis on the 
importance of meaning, legibility, and the po- 
tential to interpret any kind of visual text. 

After understanding design as a process, an 
intervention, and a group of actions, itis fea- 
sible to read the characteristics in each of its 
parts as evidence of the analysis of its visual 
grammar, its framework, its genres and dis- 
courses, or in its expression as a whole, that 
is, as a synthesis of a representative and sin- 
gular medium. In any of these options, thought 
and speculation on the design creation always 
generate maturity and an awakening in the de- 
signer himself. 

Graphic design thus shows the need fon a 
constant interpretation and analysis of its vari- 
ants from stances that do not compromise or 
pleasure themselves, but on the contrary, dem- 
onstrate the rigor with which a designer is able 
to qualify himself and evaluate his work 

Each conjecture presented here is in itself 
a moment of reflection on the “thinking” and 


* Tomás Maldonado, Escritos preulmianos, p. 91-93. * Penny Sparke, An Introduction to Design and Culture, p. 1-9 


"doing" of the design, which opens the way to 
pursuing responsibility in its application in the 
education and professionalization of future 
graphic designers. This is the perfect fusion of 
theory and practice.! 

This work seeks evidence of the budgets that 
make the design possible and its insertion into 
visual culture in concise capsules that show: 
the dimension of the designer, the replicas of 
countless questions about the design creation, 
the identification of the alternatives given as a 
set of visual correlations and notes to identify 
each of his projects, the structure of meaning 
and its translation into written gestures as re- 
sponses to stimuli that favor each decision in 
the design process. 

We must show appreciation for these thoughts 
in the form of tips or short ideas, whose opera- 
tions of recognition and internalization of con- 
texts and experiences explore the strategies 
of graphic design and its vestiges in thought: 
"The essential relationship of the imagination 
with reason and the consequent conversion of 
the entire anthropological route in a semantic 
journey,"? that is, the meaning in the imprints of 
the design creation. 

When the behaviors of the designers and 
their conditions for creativity are identified, 
when the conditions of application of their own 
skills and qualities are determined, when the 
personality of the designer is established in a 
completed and resolved design, only then can 
the graphic design be truly understood. 


Conclusions 

The graphic designer, issuer and receiver of 
his own messages and those of other people, is 
responsible for what he does; and upon mani- 
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festing himself in his designs, he responds with 
his work to communicative intentions and their 
integration with the purposes of others’ com- 
mon purposes. 

The express responsibility of the designer on 
visual messages issued in a public medium is the 
duty of intelligence and imagination. The codes 
of the design and their configuration in the de- 
sign creation are catalogs of behavior that the 
responsibility of designing generates according 
to the communication needs of each culture. 

The role of graphic design is a commitment to 

the form and its imperatives, one way of creat- 
ing an obligation with the design creation, in- 
cluding direction, competence, demand, antag- 
onism or concurrence— specific details based 
on the routine nature of everyday life and the 
existence of principles that ultimately form the 
foundations supporting the discipline. 
Each of the designer's requirements is mani- 
fested as a skill—a natural ability that enables 
him to realize a creative behavior— but this 
generic attitude is formed and learned across 
time, the designer acquires knowledge, meth- 
ods, technical skills and is particularized to 
constitute the dominion of what really matters 
here: graphic design. 


1 Anke Coumans, «The visual essay. Reflexivity in the design process», p. 19-27 * Sante Babolin, Producción de sentido, p. 49 
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TRusr your instincts. Your first 
thought is usually the right one or at 
least the correct place to start from. 


BENE Keer 0 reat (or nor). I once 
heard Michael Wolf (of Wolf Olins 


fame) describe the design process as 
like traveling through a house full of 
different kinds of rooms. I remember 
him saying “don’t get caught in the 
inspiration room for too long.” I 
always liked this thought. I guess it's 
a bit like watching too much reality 
TV, you begin to think its real life. 


ALWAYS ALLOW TIME TO PLAY. YOU 
can think of ideas till your heart's 
content but unless you allow the time 
to play it will only ever stay in your 
head. 


BENE Surround Yourser with 


TALENTED INDIVIDUALS. It is an old adage 
but very true; you are only as good as 
those you work with. 


BEBE E osen outcome rs 


IMPORTANT BUT THE PROCESS IS PARAMOUNT. 
If you can't enjoy the "working" and 
become too focused on the "result" 
it will always end in disappointment— 
9596 of the time if you enjoy your 
process the result will be great 
anyway. 


21-19 21 


BENE Wess vou are stuck always co 
BACK TO THE BRIEF. The answer is always 
in the problem to be solved. 

Bae es HP Sage eD flee 

z Work in an environment that 

w L C € inspires you. 
€ 0 
™ BENE Surrounp YourSELF WITH PLANTS. 
Give them a name. Water them. 
V eA rte corel It's surprising how the simplest of 
t activities can generate a positive 

outlook on your work. 


BE Invest in a Goon DESK CHAT. 


It's a whole lot better outlaying a 
lump of cash for a great chair than 
seeing it disappear two-fold at your 
physiotherapist. 
9 


1 


PUT p GRANIS 


Play lots and lots and lots and 
ots and lots of ping-pong. 


21-19 
www.21-19.com 


Good design begins 
with asking questions, 
initiating a dialogue 
that informs the 
creative outcome and 
results in beautiful, 
purposeful design. 
21-19 are proponents 
of dialogue: between 
themselves and the 
clients, within their 
creative team and with 
their suppliers, and 
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ultimately, through the 
designs they create 
and the audiences they 
engage. The executions 
of their designs are 
limitless, the breadth of 
the creative approach 
leads them to consider 
possibilities beyond the 
brief—an approach that 
has been paramount 

to success. They claim 
to have been fortunate 


to work with people 
who understand the 
potential of good design 
and seek sophisticated 
and compelling design 
solutions; however 
they are not afraid to 
work with clients new 
to design, taking them 
on an exploration, a 
direction they may 

not have previously 
considered. 


Alan van Roemburg 
www.alanvanroemburg.com 


Born in Melbourne, Alan 
van Roemburg spent 
most of his adolescence 
in the Netherlands 
before returning to 
Australia at 16 to begin 
his studies in design. 
He graduated from 
Swinburne University 
National School of 
Design in 2005 with a 
Bachelor of Multimedia 


Design and was awarded 
a scholarship for honors. 
Alan has worked for 
numerous prestigious 
design agencies, among 
them David Trewern 
Design. Clients include 
Arologic, Certified 
Practicing Accountant 
Australia, Parkslide 
Enterprises, and Paul 
Barbera Exhibitions. 


Alan van Roemburg 


Now 26, he owns and 
operates his own design 
firm in Melbourne. Alan's 
desire to continually 
evolve as a designer 

has led him to explore 
many different design 
disciplines, from from 
web and logo design, to 
print and packaging. 
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*: WEB DESIGN 
xË WEB DESIGN: S I 
*: WEB DESIGN: PORTF — 
KE DESIGN zr comu oue some ReseARCH. When engaging in a 
Mapping NEN new project, regardless of the discipline, 
TIN M my first step is research. Understand the 
nature, audience, and subject matter as 
this enables you to find the appropriate 
solution therefore bringing meaning and 
purpose to the design. 


Collect. I have boxes and 
drawers full of magazines, flyers, 
& brochures, books, leaflets, and many 
other odds and ends I have collected over 
the years. Organize your materials, as 
B this can often be the best place to start 
($à) when drawing for new inspiration. Collect 
| and collate materials. 


= CoucePruALIZE. When beginning 
new projects, brainstorm as many ideas 
as possible in no particular order. Avoid 
initial critiquing, over-thinking, and 
second-guessing as this breaks the 
conceptual process. The key is to keep 
drawing and evaluate later. Multiple 
short sessions work best. 


Der typografische Raste 


SKETCHES AND RECORDS. Order, 
date, and maintain your sketches and 
3 don't forget to keep copies. This allows 
you to develop, build or stimulate ideas 
and is also a record of the process to 
prove intellectual property over your 
designs. 


Structure. Setup the structure, 
namely grids and typography. Correct 
application of these elements allows 
7.7 > > > > > > > yyy y for consistency in design. Itis also the 
SSSSSSSSSSSSS' easiest way to organize information 
SSSSSSSSSSSS5 and different elements while remaining 


NM @ppealing and harmonized to the viewer. 
False Flat = 


A 


REAL DUTCH 
DESIGN 0607 


Tokyo, Japan 


—— 

Ma——À2 o 

Mia TO n It 
BET Practice ano stupy. Like many da. g. 0 
designers I started my career being hiisi o | 00 
overly creative without much thought for [= p” Ü 
structure. As I gained more experience, I LLL E f [. 
began to realize that more often than not, fU r | 
simplicity and structure is the correct | 
method. Practice design and study it. | 

í M 
Cuients. Be well prepared for i "LL ie en 
meetings with clients and research 2 N 
! beforehand. This will not only impress 7 6 6 

them, but will also allow for a more P d ' IE 
effective meeting. Clients will appreciate e ‘ 
time spent with them. Time is money, so , Y go 
use it wisely. oY 


eof 


Have FUN. Often the best results 
come when the mind is free and relaxed. 
If you hit a mental block, take a break and 
find a distraction to free your mind then 
re-examine the problem later. My other 
passion is music so I like to have a mix on 
the turntables to regain inspiration. 


BENE] Workspace. Keep a well- 


organized and tidy workspace. Avoid 
clutter and make sure you have plenty 
of inspirational material that is readily 
accessible. Surround yourself with 
material and inspiration that relates to 
the current project you’re working on. 


EET 

DIVERSIFY. 
design studio can be hard, but 
Exploring different 
design disciplines involves learning 
and research must follow very 
similar rules and practices. The 
understanding of a wide range of 
disciplines can assist in design 
success and can further business 
opportunities. 


HAVE TEA WITH YOUR CLIENT. It is 
important to sit down with the client and 
spend time discussing the project. That way 
you become confident about the brief and 
what is required of your role as designer. 


ALLOW PLENTY OF TIME FOR THE IDEA TO 
COME TOGETHER. Mull the job over in your mind 
before starting to produce visuals. Think 
about it while you're on your way to work, 
sitting on the bus, cooking dinner, at the 
cinema, etc. 


AVOID GOING TO DESIGN BOOKSHOPS FOR 
INSPIRATION. The seductive visuals distract 
you from the client's brief, and therefore 
the content of what you are designing. 


Tipv up. For me it is important to 
tidy my desk before I start on a new project. 
This way my attentions are focused on the 
project and are not distracted by mess 
lurking underneath. I have to force myself 
to do this when I'm especially busy but it's 
always worth it. 


PRESENT MORE THAN ONE DESIGN 

4 == SOLUTION. Often the first is the best one, 
vamelt I put testing one or two others gives your 
client alternative options (your taste may 
be completely different from theirs), and 
7 forces you to more thoroughly test your 
| preferred idea. 
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| Co 
| % 
Ld 
h 
v | 
y 
^ 
BEI 5247090066 YOUR IDEA WITH A PRINTER 3 
BEFORE PRESENTING IT TO THE CLIENT. The printer 
will be able to tell you if there are any k 
potential production problems (in which j 
case you have to choose whether or not í 
to take the risk), and may be able to offer " 
some useful advice. 
AS SOON AS THE CLIENT HAS AGREED , 
ON THE FORMAT GET A FULL SPEC TO THE PRINTER. | 
You need to be aware of any potential M | 
production restraints at the start. 


Don’t BE A Dummy. Always get a 
blank dummy produced and make sure 
print details the client sees it. 


Plymouth Arts Centre publication 


ALWAYS BE POLITE, PROFESSIONAL, AND 


Il description: 
Me uti cU sepirali cover RESPECTFUL TOWARDS YOUR CLIENT. A healthy 
ormai (trim size): client/designer relationship is key to a 


210 x 280mm portrait 


successful end product. 
extent: 


BOpp + 4pp cover + 4pp half-width insert (See PDF) 


colour: 

cover: 2 spot outer, 1 spot inner (from 2 spot) 

pp.1- 10: 1 spot (black) 

pp: 11-74: 4-col 

pp:75- 80: 1 spot (black) 

4pp half-width insert (between pp. 44-45): 1 spot (black) 


paper stock: 

pp.1- 10: 90gsm Cyclus Offset 

pp.11-74: 120gsm gloss white (economical) 

po.65 - 80: 90gsm Cyclus Offset 

4pp half-width insert (between pp. 44-45): 100gsm pink coloured copy paper — cheapest available 
scans: 

no scans 


document format/version: 
Adobe InDesign 5 (CS3) 


ey 
*| | 30] 

Keep a record of all correspondence 
Always agree on prices in writing, 
not over the phone where there is no 
visual record. 
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Anne Odling-Smee 


WWW.O-Sb.co.uk 


Active as a graphic 
designer since 1996, 
when she graduated 
with a first from the 
course in Typography & 
Graphic Communication 
at Reading University. 
Anne Odling-Smee 
worked at design 
consultancy Esterson 
Lackersteen, then at 
August publishers 
before setting up O-SB 
design in 2001. Anne 


teaches at the University 
of Arts London, the 
Konstfack in Sweden, 
and has lectured at the 
Goethe Institut Krakow 
and Centre for Con- 
temporary Art in Poland. 
She is author of The 
New Handmade Graphics 
(RotoVision, 2003). 

Her latest project, a 
catalog design for the 
prestigious Deutsche 
Borse Photography 


Prize, was launched 
in conjunction with 
the exhibition opening. 
Featuring the works 
of the four short listed 
photographers, the 
books are beautifully 
bound in a rough 
textured stock with 
foil-blocked cover lines, 
and a choice of four 
photographs. 


Autobahn 


www.autobahn.nl 


Maarten Dullemeijer, 
Rob Stolte, and 

Jeroen Breen make 

up Autobahn. After 
graduating from 
Hogeschool voor de 
Kunsten Utrecht, they 
have since worked as 
an independent graphic 
design office. Autobahn 
is inspired by everything. 
What they conceive and 
design is characterized 


by large gestures 

and a clear message. 
Authenticity and a 
remarkable signature 
are two important 
elements in their work. 
Typography with capital 
letters is often strikingly 
evident, and also bright 
colors, hidden jokes, 
humor, and reflection. 
Autobahn works for 
the cultural and social 


Autobahn 


sectors and for some 
commercial customers, 
preferring to take part 
in the creative process 
as early as possible. This 
would be ideally in the 
form of critical thinking 
and as a full partner. 
They are firm believers 
that a team will always 
have a greater (creative) 
network to appeal to. 
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Clients are out there. We usually 
envision working with someone who has 
excellent knowledge of the problem at 
hand, and is not easily satisfied, knows how 
designers work, and is willing to listen to 

our advice, so that together we can create 
something that fits the solution to the problem. 
They should be willing and able to pay what 
design is worth. 


We always make clippings of things 
we find on the Internet or in magazines 
related to the briefing. With these clippings we 
visualize the briefing's visual range. After that 
we design a small leaflet in which we show the 
client which steps we took to come up with the 
final idea and form. 


Read a book on semiotics. Semiotics 

is divided into three categories: 

1. Semantics, or the relation between signs 
and the things they refer to, their denotata. 

2. Syntactics, or the relation of signs to each 
other in formal structures. 

3. Pragmatics, or the relation of signs to their 
impacts on those who use them. 

I think every graphic designer (or any other 

artist for that matter) should have at least 

some knowledge of semiotics. Otherwise it’s 

| impossible to define your own work. 


| | SOMETIME ES 
BEIM Always plan a meeting on Monday 4 THEY'LL TIME | 


morning to review the week ahead. For | | 
example, during this meeting we divide | | 
assignments, get rid of possible frustrations, AND NORIN | | 
and leave with everybody knowing what to do WILL COME 

and what the others are doing. 


Always brainstorm with your team 
before starting an assignment. We try 
to break out of the daily routine before 
we start the brainstorm session. This 
enhances creativity. So sometimes we 
just go outside or do something fun. 
After that, the mind is empty and it 
allows you to focus on the task at hand. 
Usually we hang large pieces of paper 
on the walls and start writing down 
everything that comes to mind. 
Later, 
ideas are combined into two or three 
directions from which the concept is 
created. Then we check if the idea fits 
the budget. We think that if you start 
thinking about the money and feasibility, 
you slow down the brainstorm and 
possibly discard a lot of good ideas. 
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Have external creative sessions. 
Autobahn likes to take part in creative 
sessions. To devise, develop, and achieve ideas 
together is one of the best aspects of creative 
entrepreneurship. Meeting with creative 
people with new visions is a big plus. We have, 
for these reasons, initiated Blue Monday—a 
weekly opportunity for anyone with inspiration 
to brainstorm with us in our studio. It includes 
lunch and a game of football (providing there 
is good weather). 


We prefer to create a friendly 
environment for our clients. But there must 
always be space to be serious and a place for 
critical remarks. 


Wear your everyday clothes. Don't do 
suits! 


Have a website to give to people after 
the first contact. Sometimes a potential client 
wants to have a meeting, and we bring some 
work that we can discuss. A big no-no is to 
bring a portfolio map! With this, you tend to 
present finished projects, while the sketches 
are just as interesting to talk about. Just bring 
your work in a shoebox or try to find a way for 
your presentation that expresses your work or 
the way you work. By doing this, you'll already 
stand out in the crowd! 


Love to work with your hands, 
though not every assignment is suitable for 
that method. We always try to come up with 

a (form) solution that fits the assignment. 
Otherwise it just becomes a trick you repeat 

; | time after time. I think our leitmotif is that we 
I want the receiver of our design to participate 
| in that design. We want to see how far the 
receiver would go to simply cross something 
out on a flyer or poster, or go through complex 
paths in a book to reveal the message. There 
is a lot of interactivity in our designs. 
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THINK BEFORE you START. When I get 
briefed to a new project, I usually take some a å 
time to think about it; I'll work on other 
assignments but will have the new task in the 
back of my head. This helps me to understand 
the project, so I can then run through concepts, 
ideas, or visualizations in my head. Often, before 
I actually start designing I already know what 
the result or the technique is going to look like. 


BEBE Cance yoursetr. For me itis 
important to take any project to the next level. 

I try to make myself think of ways and solutions 
that are new to me and/or never seen before. I 
push myself by hardly ever being satisfied with 

| my work—it takes days or weeks before I can 
see the quality in whatever work I have done. 
Maybe this is because I always think there must 
be a better, smarter, or prettier solution. 


BERE] £: autenc. All the influences that 
surround us everyday make it difficult for us to 
walk our own lines. For me it is most important 
to be myself, create my own style, my thoughts 
and my way to find solutions. Being influenced 
by other work is normal; but only by taking this 
influence, with your thoughts and ideas aligned 
to the specifics of your projects, will you create 
something authentic. 


EET Bc aware oF Your RESPONSIBILITY. 
Designers have a big influence; we can change 
behavior, content, thoughts, reality, feelings. 
Make sure that with whatever you do, you act 
morally and ethically correct. 


EG BERE Exrerimenr. Trial and error is the best 
way to find out if your idea works or not. Make 
dummies, scribble, test it on people, print it big, 
paint it, try different materials, and different 
techniques. Only by trying will you find out. The 
best about experiments is that you will probably 
end up with something that you couldn't think of 
before. And it’s fun. 


| Savreve 
Icm 


WIR 
SUCHEN: 5 7 £// 
PFADFINDER,// 
MASO-  E/NER 
CHISTENER SOW. 
UND ERBSEN- 
ZAHLERYW D/E- 
UNBESTECH- 
LICHEN. DE 


Be critical with yourself, 


next level. 


AM BNET Eoocse yoursetr, BE OPEN MINDED, LOOK AT 


our environment, 


land your work. This will drive you to the 
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Axel Peemollerr 


AS MANY THINGS AS YOU CAN, GO THROUGH YOUR STREETS 
AND LIFE WITH OPEN EYES, TRAVEL A LOT. I have always f 
been interested in the unknown and if I don’t ; 
know something I want to learn it and know 
about it. By experiencing the unknown you 

will get a better understanding of things. This 
expands your horizon and consequently betters 
your work. 


FINDING IDEAS. There are many ways to 
find ideas. I tend to play through ideas in my 
head, cross out the easy and obvious solutions 
and then try to narrow it down to the point from 
an unexpected angle. Thinking outside the box 
creates interesting results that might have more 
depth, double meaning, or usability. 


BEEJ Record your 14006075. Some people have 
diaries, others sketchbooks or to-do-lists. I 

am a list person, I write down everything that 

I want to try. In my studio I pin all those ideas 
and scribbles to a wall. This helps me to not 
forget and it’s a great research board for ideas. 
Many times it has helped me to find an idea or 
direction for a project. 


BEBE] roce yoursetr. By being free and 
independent you can follow your dreams 

and wishes. A free mind and spirit is good for 
creativity. Love life, nature, animals, people, 
yourself, and what you do. 
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Axel Peemoller 
www.axelpeemoeller.com 


Hamburg's own Axel 
Peemoller has been 
drawing, painting, and 
designing ever since he 
was able to hold a pencil 
in his hand. He started 
at the Universitat 
Dusseldorf, then in 
Hamburg, and finally in 
Swinburn, Melbourne, 
where he attended and 
received a masters by 
research. It’s evident 


through his works that 
design is not simply a job 
for him but it occupies 
his life with passion. 
Through the years he 
has lived in different 
countries and worked 
for companies all around 
the globe. Working for 
studios and clients as a 
contractor or freelancer, 
he never misses a 
chance to contribute to 


design. Some of his most 
recent projects are: a 
new corporate identity 
and website for Sevim 
Aslan Photography, 
illustrations for the Feld 
magazine literature 
section, and identity 
concepts for the motion 
graphic studio Sehsucht. 


BarfootWorldwide 


www.barfootworldwide.com 


Jeff Barfoot is 
founder and principal 
of the design studio 
BarfootWorldwide, and 
is also Design Director 
of CommerceHouse (an 
advertising agency) 

in Dallas. His design 
and illustration work 
has been recognized 
by The Art Directors 
Club of New York, 
Communication Arts, 


Graphis, Print magazine, 
the AR100 (for Annual 
Report design), The 
Dallas Society of Visual 
Communications, The 
American Institute of 
Graphic Arts, and The 
American Advertising 
Federation. He is past 
editor in chief of Rough 
Magazine. Jeff has also 
served on the board of 
directors of the Dallas/ 
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Fort Worth chapter of 
AIGA. He is very proud 
to be the cofounder of 
the National Student 
Show & Conference, 
the nation’s largest 
creative competition and 
conference designed 
for communication arts 
students, now in its fifth 
year. 


Brier > Ineas > SketcH. Once the creative 
brief is written (which we make as short as 
possible, so our goals for the project stay clear), 
we read it over, and then walk away from it. After 
a few days— we can't quite describe how—we 
find that we've been thinking about it off and on 
in the back of our minds. When we sit down to 
Sketch, we almost always find that we have a few 
ideas that seem to pour out of the pen. 


SKETCH > Paper > Pencil. We always, 
always, always sketch first. And thatisa 

loose term—our preliminary sketches are a 
combination of words and images that we feel 
can help solve the problem. At first, these ideas 
are not complete thoughts: we could havea 
tagline we like, an illustration treatment that 
feels appropriate, some image concepts. We then 
put these pieces together to form larger, more 
cohesive ideas. Once we have several of these 
more complete ideas we critique them, removing 
some, combining some, to arrive at the fewest 
number of strong ideas. Whenever possible, 

this is what we show to a client. Showing 
pencils helps ensure that the client will choose 
a direction based on the idea, and not based on 
periphery considerations like ‘Oooh, I love that 
color!”, which can be much more subjective. 
Once the client approves the overall concept in 
sketch form, we move to comps, and then final 
layout. We really try to keep the spontaneity and 
freshness of the sketches alive in the comps, 
tying to keep them as close to the pencils as 

" possible (unless we have a different, better idea 
along the way). 


LrBRARY > Books > Research. We always 
do research, but not too much. We have found 
that research and information can be as 
dangerous as it can be helpful. We strongly 

feel that there is a fine line between not doing 
enough research and doing too much. Of course, 
it is helpful to research our subject matter and 


10 Home 4 - yard / exteri related 


Kids tips ws 2 


1 Chapter 2: Get Your Kids Involved T 8 


Chapter 3: What CPC is Doing 


what the potential competitors for our project 
will be. But doing too much research can 
sometimes cause a sort of information overload, 
and can cause a designer to lose sight of the 
original goal for the project. 


CLurrER » CHAOS » WORKING SPACE. 

A chaotic, cluttered working space seems 
counter-productive, but we find that having a 
workspace with a lot going on is healthy. Having 
several projects going at once in different 
stages is really good for our thought process. 
For us, focusing on one project at a time isn't 
nearly as productive as jumping from project 
to project. We think it keeps our brains active, 
keeps us from getting too bogged down or even 
stuck on one project. The other benefit is that a 
cross-pollination of ideas starts to take place, 
where an aspect of one project might spark an 
idea for another. 
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SUBCONSCIOUS > Input > INSPIRATION. 

We have a very strong opinion regarding 
inspiration: we think that enjoying and 
experiencing these things is where ideas 
come from in the first place. We have put some 
thought into this, actually, and we think that 
the best ideas are a combination of smaller 
things (words, visuals, etc.) that are put 
together in a way that is unexpected, and with 
luck, are something no one has ever thought 
of before. But in order to do this, a designer 
must experience as many things, and as many 
different things, as possible. What this does 

is build an arsenal or library of sorts in your 
subconscious, so when you sit down toa 
concept on a project, your mind can pull all of 
these parts together to form ideas. Because of 
this, we strongly feel that the more input you 
give your mind to work with, the greater the 
output will be. 
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Maoness > Darkness > OPTIMISM 1f there is a 
leitmotif in our work, we like to think it’s optimism. 
The world has enough madness and darkness in 
it. We try, whenever possible, to design things that 
add a little light and cheerfulness. 
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CHALLENGES > REWARDS > CLIENTS. There 


is no ideal client, but that’s the best thing about 
what we do. If every client let you do everything 
you wanted, what fun would that be? Solving 
each client’s needs and challenges in the most 
creative way possible is the most rewarding 
thing we do. If what we come up with wins a 
few design awards or appears in a few annuals, 


| we are all the more excited. But again, if that 


happened every time, the joy of that would be 
gone. 


BEI] Rererracs > Awaros > New prosects. Almost 
every job we have worked on (so far) has come 

as a referral from an existing client or friend of 
the studio (printers, paper suppliers, etc.). We 

try very hard to maintain our reputation of doing 
strong creative and being pleasant people to work 
with. Occasionally, we will get a new project from 
a client who sees our work in an annual or sees 
our work out in the world and takes the time to 
find out who was behind it. We try very hard to 
give our clients both the best work and the best 


* experience, and the rest has taken care of itself. 


BENED] Stic > Curent neeps > TecHniques. We 
think that in order for each idea to be as strong 
as possible, each technique used on each project 
should be dictated by the needs of that project, 
and support the overall goal or concept. We abhor 
design studios that claim or practice a "style." 

We think this a huge disservice to clients. Each 
client is unique, and has unique needs and goals; 
forcing a look on them that a designer thinks is 
"cool" or “our studio's style” is just plain wrong. 


BENI Eav Error > Quarry Controt > 
PRODUCTION CONTROL. We try very hard to be as 
collaborative as possible, so we have the most 
ideas and quality control on our projects. 
Although each project has a Project Lead, we try 
to stay involved as a group, starting with the first 
conception of ideas, all the way to production, 
printing, or programming. 
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Be SELECTIVE AND OBJECTIVE. This 
tip is about being selective when you are 
designing, so you don't get stuck in a job 
and that you are objective enough to admit 
which designs will work and which won't. 


BED Diversiry. Try to differentiate in 
style and the way you look at your work. Try 
to use different techniques and typefaces, 
don't become a "one trick pony." 


BEEF arn FROM EVERYTHING AND EVERYONE. I 
think you can learn from every experience, 
even if it's negative. 


5 


your friends 


BE MORE THAN A DESIGNER. Broaden close but 


your horizons. The best inspiration will 
come from other fields than design. 


BENE Keer vour FRIENDS CLOSE BUT YOUR 
CRITICS CLOSER. It’s nice that people like your 
work but you can actually learn much more 
from people who make valid criticism. 
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YOU ARE NEVER 
ONLY GOING 
TO DIE FROM 


YOUR OWN 
ARROGANCE. 


BT «(Never marnan a status quo. This one 
is about how you perceive a client or a job. 

Never try to stereotype a client in a certain 
kind of field. Always think there is more you 

can do for him or her. É 


` 


Love wHat vou po. Never let the 
passion go out of your work. Don't become 
a malcontent, even when its not going good 
at your workplace or you have a burn out. 
Just trust your work and everything will 
sort itself out. 


BEI eve your FeLLow pesraner. This 

is more about helping people out with 
techniques, advice, and even with deadlines. 
For me as a designer, you also have the 
responsibility to help where you can, like 
Spiderman. 


BENE Aways QUESTION PEOPLE WHO WANT To 
TEACH YOU SOMETHING. Well this one is about 
killing your darlings. It’s great to learn 

something from other designers, books, 

lectures, but always question if the advice is 
fitting for you. Maybe you would do better in 
going the totally opposite direction. 


YOU ARE ONLY GOING TO DIE FROM YOUR 
e isriss Always try to avoid 


arrogance, because the quality of 
your work will come to a standstill. 
And hell! Nobody will have coffee 
with you anymore. 
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Bart Kiggen 


www.kiggen.be 


A Belgian graphic 
designer and artist, 

he received a Master 
of Arts in Graphic and 
Advertising Design at 
Antwerp’s Koninklijke 
Academie voor Schone 
Kunsten in 2004 before 
pursuing a career in 
graphic design. Currently 
active as a freelancer 
under the name Kiggen 


in a variety of fields 
ranging from identity 
work, motion design and 
pretty much anything 

he can get his hands 
on. Being a freelancer, 
he has the freedom of 
working for any kind 

of client in any kind of 
field. A huge fan of work 
pauses, when not at his 
desk he can usually be 


found drinking coffee in 
the Cafénation. Some 
of his recent projects 
include: the Leasense 
Blend restyling, identity 
for fashion designer 
Gunyho Kim, packaging 
designs for Schwarzkopf, 
and the identity and 
animations for Nordic 
Fire. 


Bendita Gloria 
www.benditagloria.com 


Alba Rosell and 

Santi Fuster run 
Bendita Gloria, a 
small graphic design 
studio in Barcelona. 
The studio is focused 
on editorial design, 
packaging, branding, 
and art direction, and 
offers design solutions 
based on a conceptual 
approach to each 


project. They are both 
graphic designers and 
talented graphic arts 
specialists. Alba has 
recently been granted 

a R+FAD scholarship to 
research and expand 
on special bookbinding 
systems. Some of their 
recent projects include: 
Guiu Bosch's unfinished 
and rejected illustrations 


Bendita Gloria 


catalog— consisting of 
a folder in which the 
author can add new 
material and comments 
(printed in post-its) as 
well, and posters for a 
Stevie Wonder's tribute 
party—the juxtaposed 
song titles and its 
translation into braille, 
identified with the 
musician. 
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Do orHER sruFr. Santi plays 
guitar and Alba loves swimming. We - 


both like to watch movies, read comic 
books, and have a cup of tea with our 
friends. This helps us to keep our 
mind clear and work faster. 


Decorate, TIDY uP. Many 
things hang on the walls of our small 


studio. It's located in a penthouse 
in Barcelona and iTunes is always 
running. It's very important for us 
to keep it nice and orderly. 


KEEP IT ORGANIZED. Gmail + 
Google calendar + post-it notes. 
That’s a combination! 


KNOW WHO YOU'RE WORKING FOR. 
You should design for anyone who is 
highly motivated and open minded. 


Stay OFF THE wEB. We love print 
design and we like to mix it with plenty 
of craft techniques. 
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CREEN-PRINT. We are very 
interested in modern screen-printing. 
Many materials can be printed and 
there are some impressive effects, 
like foam or glow-in-the-dark ink, 

to play with. 


Hano-make. Graphic design 
with a certain hand-made feeling— 


when justified —looks great. 


It'S IMPORTANT TO WORK WITH 
GOOD PRINTERS. Arts Grafiques Orient 
in Barcelona are both that and really 
nice people. 


Lure YOUR cLrENTS. Usually we 

design something three-dimensional 

(a book, a postcard, or whatever) 

that brings people to our website, 

where our work can be seen. | — 80| 
Everything should 
be personal and dissimilar. The worst 
scenario for a client is to go unnoticed. 


'LA CHIESA NON E' 
UN MUSEO, MA UN 


LUOGO SACRO. 


SI RICHIEDE PERTANTO 
UN COMPORTAMENTO 
CONVENIENTE ANCHE 
NEL MODO DI VESTIRE. 


IDEAS LIE EVERYWHERE. While 
thinking of a simple logo design that 
would be able to express both the 
element of water and that of man made 
artifacts, I came across this picture 
that combined all elements perfectly. 


BEEE Co0osc colors wisety. Good 
(logo) design must work both in colors 
and in black and white. It’s best to 
limit colors often using monochromatic 
solutions, playing with empty and fill 
spaces. 


FoRM FOLLOWS FUNCTION. Knowing $ 
the subject of your design is of 
fundamental importance. But research 
in terms of stylistic options tends to be 
distracting. Abstraction from design is 
a better way to be original. 


= BETS Doon > Diarra > 


RATIONALIZATION. Start with the least 
limitations, freehand doodling, on 
paper, on a napkin, or on a wall, is 
perfect at the beginning of the creative 
process. Once the idea is found then 
you can move on to digital production, 
and start thinking of grids, to optimize 
and rationalize the entire structure of 
the project. 


BEL Fons ano customization. 


Fonts must be chosen to add contrast, 
or to balance graphic weights in 
a composition. It's also useful to 
customize fonts to add effects and 
follow the general idea 
of a project. 


Blumagenta 


| | 86 Chaos Is THE ESSENCE OF 


cREATIVITY. I could never work in an 
orderly environment. Disorder is 
movement, movement is energy. 
It’s important to “assimilate” the 
workplace, it’s difficult to feel 
comfortable right away ina 

new place. 


Favorite TECHNIQUES. When I 
realize something for a non corporate 
client, I enjoy mixing medias and 
techniques to achieve an uncommon 
feel. I really believe in the effects born 
from very different ingredients. When 
you have to be a designer—and not an 
artist—then you should really need to 
adapt to the client’s needs. It’s more of 
a matter of right or wrong rather than 
of personal aesthetics. 


Work AS IF YOU HAD HALF THE TIME. 
Never underestimate your workload! 

By working as if I had half the time to 
do it I usually avoid missing deadlines 
and manage last-minute inconveniences 
and heart attacks. I have noticed that 
an estimate of an hour work usually 
triples. 


BENI] Were v vown. Keep a paper 
agenda, old school rocks! 
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FoLLOW HERACLITUS'S MOTTO: 
= “THE SUN IS NEW EVERY DAY." 
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Blumagenta 
www.blumagenta.com 


A tiny atelier focused 
on creative consultancy, 
art direction, and 
design, located in 
Lucca, Italy. The firm 
strongly believes that 
communication tools are 
in continuous evolution. 
Good communication 
strategies should 
always stay up to date; 
anything that does not 


evolve is condemned to 
die. As a consequence, 
the time for static, 
boring advertisement 

is definitely dead: 

new powerful tools 

have emerged in the 
market. Communication 
mechanisms that are 
able to hit targets faster, 
better and stronger than 
before, allowing audience 


interaction and creating 
a solid link between 
product, consumer and 
brand. Blumagenta like 
to think of themselves 
as people who are able 
to think creatively at 
360 degrees. And an 
outsider might judge that 
thinking out of the box is 
really their specialty. 


Bob Faust 


www.faustitd.com 


Son, brother, cousin, 
uncle, godfather, 
husband, dad, boss, and 
friend-as-needed. Doer, 
dreamer, developer, 
teacher, typographer, 
tax-payer, listener, 
leader, and lover-of- 
stuff. Designer from 
Chicago. The studio 

is located in beautiful 
Riverside, Illinois. Faust 


loves tacos, smoothies, 
swimming, pedaling, 
paddling, and Stella. 
Most importantly (and 
probably why he's here), 
he's an experienced 

and successful graphic 
designer. His abilities lie 
in print and web design, 
specializing in important 
cultural clients like the 
University of Illinois at 


Urbana-Champaign, 

the Brookfield Zoo, 
Tootsie Roll Industries, 
McDonald's Corporation, 
Playboy Enterprises, 
Chicago Public Radio, 
Illinois Arts Alliance, 
and the Museum of 
Contemporary Art 
Chicago. 


Bob Faust 
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TAKE ADVANTAGE OF MOMENTUM. Put 


as much creative thinking as possible 
down on paper immediately after a 


kickoff meeting. 


BEER E^ wos vous meas. Slow down 


and live with your ideas outside the studio. 


Imagine how it will be used in as many 


HI 
HHTHTHH SH 
El 


e. 
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computer and do something for your body. 


Pump Ron. Get away from the 
give your brain a break. 


situations as possib 
j ENT 7 ake avvantace or TiVo. Get your 
lg. 2 reality TV quota in half the time, and 


Bob Faust 


BEEE Bc voursece...but yourself in 
their world. Know your potential clients' 


culture and position yourself accordingly. 


BNET Use avi vous toos. The form a 
brochure takes, the process you print 
with, the substrate you print on, etc. ATI 
need be considered early on. Contrary to 
public opinion it is not all about the font. 


CHRISTIE BRINKLEY’S MOLE. We all 
know beauty is in the eye of the beholder 
and familiarity breeds desire, so give an 
unfamiliar font a try. With enough time 
and experimentation you may find the 
things you were uncomfortable with are 
the things you enjoy most. 


BET Dove tHe nesten annuars. They 
are great for our egos and to go through 
once, but don’t use them as a reference 
tool. Find your true inspirations outside 
our own industry. 


BEL] Listen to yourself...not me. :) 


MAKE FRIENDS OF YOUR CLIENTS. Really 
knowing and enjoying each other 
makes solving their problems easier 

and getting their approval way easier. 
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E ue 7. i> 
TAKE THE LONG ROUTE TO WORK. 
It helps to think when generating 

4 ideas. After a client briefing we take 
the long route back to work via a 
park, a coffee shop, or anywhere 
else that seems like a nice place to 
talk and think. 


MATERIALIZE YOUR IDEAS FIRST. 
| Doodle in sketchbooks, go straight 

| to the computer, or produce a mock- 
up. Mock-ups are good, because 
they show things you hadn't thought 
of. Carry these around with you in 
your bag for a while, it helps you 

get a feeling for the project, and to 

y understand it better. 


WARNING! CREATIVITY HAS BEEN 
PROVED TO BE ENHANCED BY: listening to 
country music, going to the opera, 
having pub talks, reading comics, 
gazing out of bus windows, cooking, 
waiting in the post office queue, 
eating large quantities of red meat. 


- 
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] WORKING SPACE COSMOLOGY. 
Four tables with computers, one 
table with a cutting board and 
guillotine, one table with a kettle 
and a mini fridge, a table with a 
laser and inkjet, and a table with 
buttery biscuits and bananas. One 
likes chaos. The other likes some 
kind of structure to the chaos. All in 
| all we would prefer having separate 
universes in order to achieve this. 


Ir's ALL ABOUT REFERENCES. By 
doing good work, you promote your 
work. Sometimes we try cold calls for 
the fun of being totally annoyed and 
frustrated after three tries. 


LOOK LIKE YOU SHOULD LOOK. We 
used to wear suits sometimes, but 

I think we disappointed clients like 
that, as they expect the creatives 

to come up looking all casual. Now, 
we'd usually dress smartish, but not 
overdress. 


Communicate. Use a mobile 
phone, switch it on, don't rely on 
telepathy. 


Fonts. Do's ano DpoN'rs. Do's: 
Akzidenz Grotesk, Sabon, Univers. 


RIVATE. GARDEN Don'ts: Rotis Semi-Serif, Avant 
: wni i E Garde, and about 200,000 other 
$ NO DOGS useless and ugly fonts. 

NO CYCLING» 

NO BALL GAMES HAVE A FAVORITE PRINTSHOP. 


NO ^MUSIC a Follow our projects through until 


Y they're finished. We mainly print with 
NU VANDALISM : 


Offizin Sheufele in Stuttgart. 
ERVE GARDEN RULES d 


NNESS 


WORLD RECORDS 


GRIDS ARE YOUR FRIENDS. 
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Brighten the Corners 
www.brightenthecorners.com 


Established in 19939, it 
is a small organization 
that handles both 
large and small-scale 
projects. Whether 
designing a book, a 
stamp, or branding an 
organization, they believe 
that communication 
should be clear and 
direct, and that good 
design always makes 
a difference. Brighten 


the eCorners in an 
independent, multi- 
disciplined design and 
strategy consultancy 
with offices in London 
and Stuttgart. This 
internationality also 
shows in their rich and 
textured work that spans 
from smart, functional 
website design to diverse 
but always cutting 

edge editorial design. 


In this field they have 
established a name 
for themselves, having 
worked for Arnoldsche 
Art Publishers, Merrel 
Publishers, and being 
shortlisted for the 
Stiftung Deutshe 
Buckhunst (Most 
Beautiful Book 

Award 2004) 


Bunch 


www.bunchdesign.com 


The agency was 
established in 2002 

by Denis Kovac and 
Paulo Silva. It spread 
organically from London 


to Zagreb and then to 
Singapore. Talented 
friends joined, and 
the union formed the 
multi-disciplinary 
design practice that 
is the Bunch of today. 


Bunch uses their wide 
range of specializations 
to create intelligent 
and consistent brands 
for diverse clients. As 
designers they believe 
that creativity, clarity, 
and consistency are 
the keys to successful 
design. Some of their 
latest projects include 
an identity for Institut 


Bunch 


Á 
l l 
I Ne 


Parfumeur Flores, work 
for 55DSL, HBO, MTV 
as well as the BBC and 
Nike’s retail design for 
the launch of their new 
Windrunner metallic 
range, including in-store 
graphics and point of 
sale displays as well as 
retail layouts. 
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IDEA-GENESIS. This is a combination 
of sitting, pacing, strolling, scribbling, head 
rubbing, pencil chewing, and paper throwing, 
really. Quite often reading the brief then 
Sleeping on it helps. When the mind is relaxed 
ideas seem to come a bit easier. 


TRY TO REACH THE "EUREKA MOMENT." 
Depending on what the idea is and where I am, 
I may need to photograph something on my 
phone, or doodle on a napkin or leave myself 

a voice mail. All depends on when the “eureka 
moment" happens. But it all begins in the mind, 
then spreads out to whatever medium I have 
close to hand. Then that may translate to the 
computer for development, depending on the 
needs of the idea. 


PROJECT ACQUISITION IS A COMBINATION 

OF GENTLE PRODDING AND UNASHAMED BEGGING. It's 

a balance of reminding your existing clients 
you're still there, you're still brilliant at what 
you do, whilst chasing that new piece of new 
business to raise your profile or open doors to 
new industries. With new clients, I find that it's 
good to set up a face-to-face meeting. They'll 
remember you in that way. But you have to 
maintain client relationships by e-mailing and 
calling occasionally, without being intrusive. 


THERE'S A TIME AND PLACE FOR BEING 
BOTH SERIOUS AND FRIENDLY. It’s easy enough to 
be friendly at the start of a project, but as 
the deadline edges closer, the work days get 


longer, and the client's requests seem more like —- <TR e posa m eT TER 
demands, it's so much harder to maintain that — £ E - = f f " 
same level of friendliness. If a client is being e 13 ae i » i t 
unreasonable then it's important to don your o0 De aa ee Mop qaae el pi vp 
serious face and stand up to them. But then o0 y g 


process. But on a more serious note, 
our ideas are unique to us because 

of our own individual experiences 

J and preferences. That’s why no two 
designers would ever come up with 
exactly the same solution to a brief. 

It's incredibly important to have a good 
work/life balance so that both sides can 
feed off each other. 


finish with a smile. 


Bunch 


KEEP CONNECTED. If only it could be 
possible by means of tin can and string! The 
global nature of Bunch has meant relying on the 
Internet to communicate. MSN, iChat, Skype— 
all play a big part in the way we communicate 
with each other. We work between London, 
Zagreb, and Singapore so instant messaging 

is incredibly important in our day-to-day work. 
Video calling is great, as you do tend to miss the 
sight of your colleagues in the other studios too. 


Use ‘em, DON'T ABUSE ‘Em. Plug-ins and 
add-ons can be great but lots of designers can 
get a bit obsessed with a new one they've just 
discovered. I try to be aware of what’s going on 
in that world, but not to rely on it. 


HAVE A FAVORITE PRINTER. For us it’s 
Kratis. They're simply amazing. We're a bit 
biased as they're now our friends, but they 
really do know their business inside and out. 


PRESENTING YOUR work. We have the 
conventional digital forms of website and PDFs. 
But we don't really print our portfolio in the 
usual way. Since we started, we've had books 
as our portfolio. Chapter 1, as we called it, was 
a slim volume printed in 2005. We used to take 
it to new clients so they had a physical Bunch 
presence in their office once we'd left. Chapter 
2 was a much more ambitious venture, at least 
four times as thick with multi-colored spines. 
They're great to have as its lovely to flick 
through and see how far we've journeyed. 


It's ALL VERY SIMPLE. You begin with a 
great idea. And then you execute the hell out of 
it. When you look at any great piece of design, 
there is something quite wonderful about it 
that you can’t quite place. It’s not one specific 
element, but more the whole. The concept, the 
execution, the finite detail within that binds the 
whole piece to strike a careful balance between 
form and function. 
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Reap. Anything on Chinese 
landscape painting. Amazing stuff. 


PUT EVERYTHING IN WRITING. 
E-mail, e-mail, e- mail...youn best 
friend. 


Ir YOU'RE WORKING HARD, GO TO 
LUNCH. It's good to take a break, get 
out, and get recharged. 


GET A G00D PRINTER. Have a 
good and fast printer for quick tests. 


125 
Ies aan Always look behind you." I 
was once told by a photographer that when 
he shoots, after getting what he wants, he 
turns around. Because often what's going 
on behind him is just as interesting if not 
more than what's in front of him. I think it 
applies to design very well. 
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z. STRIVE FOR GOOD WORK. You 
1 should be striving to do work that 
inspires and makes you proud, 
otherwise there is no point. 


s Check your copy. Always 
double check the copy for errors, 
then check it again. Then have 
someone else check it. 


CoLLECT INSPIRATION. Books, 
digital screenshots and JPEGs, 
magazine clippings—for when you 
need an idea. 


Music AND space. It helps to 
have good music to work to. Also, the 
space you work in has to be conducive 
to your creativity. 


KnowLeoae. Nobody really 
knows what they’re doing (especially 
you). So don’t be afraid to ask for 
help and to try something else. 
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Carlos Tarrats 


www.carlostarrats.com 


Carlos Tarrats is a 
graphic designer based 
out of Los Angeles. After 
graduating in Art and 
Design at the Univer- 
sity of California, Santa 
Barbara and at the Art 
Center College of Design, 
Carlos went on to work 
for American Apparel 
for two years after a 
freelancing career. 

His activities are not 


limited to graphic design, 
though. He is also a 
talented photographer 
specializing in black 
and white prints 

and independent art 
projects. Choosing 
medium over large 
format, this cross- 
pollinating designer/ 
artist has the freedom 
to move around the 
set much more easily 


while still maintaining 

an excellent negative 
size. His work comprises 
endless adjustments — 
back and forth in the 
composing and adjusting 
of the set in response 

to what's in front of the 
lens. Carlos Tarrats has 
been a featured artist at 
Susan Spiritus Gallery, 
California and Gallery 
Imperato, Maryland. 


Chris Ro 


Www.adearfriend.com 


Originally from Seattle, 
Washington, Chris finds 
very much delight in all 
that can be classified 
as extremely complex 
yet ultimately, very 
simple. He enjoys the 
occasional blending of 
two dimensions with 
three dimensions. 
Currently on a quest 

to find that which is 
that, you may find Chris 


in great love with fine 
typography, tinkering 
with some experimental 
photography or 
consuming the West 
coast burrito. Prior to 
his graduate studies, 
Chris held posts at 

a healthy handful of 
international design 
studios: ATTIK in San 
Francisco, New York and 
Leeds, Fork Unstable 


Chris Ro 


Media in Hamburg and 
Berlin and Fluid in San 
Francisco. Chris holds 
an undergraduate 
degree in Architecture 
from UC Berkeley. Chris 
is also a member of the 
AIGA. In his spare time, 
he’s also a contributor 
for the graphic design 
journal GraphicHug™. 
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PROCESS AND IDEA. I start with 
an internal dialog where I sort out 
some of the foundational issues in the 
project and further, conceptualize 
how a solution can be found. I often 
just sit down with any sort of word 
processing application and just start 
to pour forth my ideas. Eventually, 
they start to formalize some concrete 
thoughts and scenarios that I can 
lay down as groundwork for every 
project. 


SKETCH AND write. I begin to 
just do some quick sketches to apply 
some visual language on some of this 
writing. Whether it be just a quick 
idea, or something that is lingering 

in my mind in terms of feel, I try to 
put it down. I think it is in this unison, 
where both written thoughts and 
visual thoughts meld, where any 
project begins to take some shape. 


BEER] Visions versus cuients. I think 
my ideal client would be somebody 
who could see happiness. As 
designers, we often pour ourselves 
into projects. We truly get engrossed 
in the process and actually put our 


Happiness™ 


hearts into it. We get lost in the 
making. We find ourselves at home in 
a moment of discovery. And I often 
wish clients could see this. 


ORDER versus cHAOS. I think 
Iam internally torn by the same 
components. I have a practical, 
pragmatic side that sees only the 
logical solution in it all. But I feel 
that any logical solution needs an 
irrational side; something that is 
reflective of you inside the project. 
Otherwise, the project could have 
been done by anybody else. It is only 
when you are able to give yourself 
to a project that it can take a life of 
its own. 


BALANCE AND STIMULATION. 
Testing that balance between just 
enough organization and just enough 
chaos to keep things fluid. So that, 
at any given point, I can find what 
Iam looking for. But it is never too 
far from my reach and it is never 

too much to stifle any creativity. Just 
enough visual stimulation and clutter 
to go with a sensible organization. 


O 


SERIOUS VERSUS FRIENDLY. An 
interestingly contradictory scenario. 
And I wonder if the two can really 

be compared. For at heart, I know 

à myself to be more friendly than 

E serious. But when it comes to things 

= dealing with businesses and folks 
investing in anything creative, I feel 

= there is a serious side that needs to 
©) come out. Perhaps one that I am even 
less comfortable with. 


DISCOVERY AND ITERATION. 
Pushing something, pushing a method, 
pushing a form to become something 
else. To see what else can happen 
with it. To see if it can be moved in 
another direction. I think I would liken 
this to sculpture in many ways. 


SCREEN VERSUS PRINT. AS much 
as I spend time and enjoy designing 
for interactive, I also miss the tactility 
of the print world. The nature of 


GRIDS AND INTRICACTES. IeNemeialels 
Wisk=taMsal=\aclaomeleeidstan When they are 


stretched to capacity. When they let 
the intricacies of human nature pour 
in and define or undefine them. 


touching, feeling, and truly controlling 
an interaction with a printed piece. 
There is something that is so much 
more palpable in the sensory nature 
in interacting with a book, a print, or 
a craft. And itis this that I miss in 
the screen. 


RESEARCH AND WAIT. Research 


only fuels a more informed and 
thorough solution or result. I'd say 
this takes place in tandem with the 
writing portion of a project. I'll 


A look up materials, writings, other 


relevant data if it does inform the 
brief and inform the actual end 
result of the project. And it goes 
back and forth. I find something, 
write a bit about it. Then find 
something else and write some more. 
Ithink the best part of this process 
is the "a-ha" moment. The moment 
where you reach an epiphany and it 
triggers something internally. 


gf u drago 
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Be patient. 


Act gentle though straightforward. 
Know what you can and can’t do. 
Go for a walk. 

Go for a beer. 


A zw 
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Did you mean: to the point 


TY 


| Be able to reason your design 
decisions (and if you can't, know that there 
is no point to your design). 


Don't mind starting all over again. 


à HY Don't wait for people to do things 
37 Ne. z for you (it will take more energy than doing 
it yourself). 


Don't listen to me (but study 
thoroughly your idols). 


Make it beautiful, meaningful, 
exciting, original, and simple! 


Claudia Doms 
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Claudia Doms 
www.claudiadoms.com 


Graphic design works 
in an associative way, 
and Claudia aspires to 
a form that takes a step 
aside from everyman's 
reading conventions. 

In her work, rules are 
self-set to generate 
source material for a 
possible outcome. These 
limitations are based on 
practical and theoretical 
research emerging 


6l 


RITY 


from the project. They 
are not merely idea- 
generators but filters 
through which the form 
takes its ultimate shape. 
In this process-based 
design the final outcome 
unfolds itself rather than 
being generated. One 
of her latest projects 
where she showcases 
the result of this is 
Windsor and Woody 


Allen, an investigation 
on the unique connection 
between the famous 
filmmaker and the 
Windsor typeface. 

He has been using it 
since 1977 in his movie 
credits. The research 
was ultimately enriched 
with a three-way 
comparison with the 
drawings of Robert 
Crumb. 


Clément Le Tulle-Neyret 


www.printedmatter.fr 


A well traveled and 
experienced young 
designer hailing from 
Lyon, France. He started 
to study graphic design 
very early on—he was 
only fifteen years old. 
Years later he attended 
the Ecole Nationale des 
Beaux Arts de Lyon, 
where he graduated 

in graphic design. He 
then went on to gain 


international work 
experience at renowned 
studios like Value and 
Service in London, 
Mucho in Barcelona, 


Loran Stosskopf in Paris, 


finally going back to his 
own town and working 
for Trafik. He frequently 
uses typographic 
illustrations in his work, 
and does it with extreme 
heterogeneity of forms. 


Clément Le Tulle-Neyret 


During six months he 
carried on a fruitful 
collaboration with fellow 
designer Emmanuel 
Colomb leading them to 
be exhibited at the St. 
Etienne Design Biennal 
in 2008, Chop-Suey, 
Contacts, and What You 
See Is What You Get at 
Le Stand in Lyon. 
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Do only things you really want to do. 


EIS BACK! 


¢ 


nce of his 
s on the cover, 
cut up 

) a simple 
direct graphic 
1u's 99 + —— 
Passing over "Leaping forward another forty years 
‘he contents list ^ or so, here's a very graphic demonstration 
es, of lateral thinking from a project initiated 

d ‘Dream’, with by the artist Ryan Gander. As an exercise in 


, demonstrates relinquishing any aesthetic contr Never be ted TR 


1t virtuosity. work, he asked around ten desit 
u’s translator make posters for fictional event 


No half-measures. 


Be rigorous and practical. 
Only work with strong rules. 


Always follow rules. 


Clément Le Tulle- Neyret 
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: ILLUSTRATOR PLAYGROUND. An 
exercise that I find very helpful is to 
constantly keep an Adobe Illustrator 

file with vector elements, typefaces 

in progress, and experimentations. A 
digital file in which composition does not 
matter. What is useful about this ongoing 
process file is that you begin to see 

your visual language develop. This also 

* enables you to quickly add and further 

4 develop design assets into projects. 


Mark YOUR TERRITORY. Surround 
your work-space with images, cut-outs, 
process work, and materials that inspire 
EE you. Your studio is your sanctuary; this 
exercise should grow organically. I 

| constantly update, paste, and write over 
È materials that are on my studio wall. 


Relevance. Know what's out 
there. I keep an inspiration folder on my 
= computer that I constantly update with 

2 images that I find on the net. There are 
numerous image bookmarking websites 
| in existence that I pull images from on a 
daily basis. The objective of this exercise 
|j is to expand your exposure to visual 
culture in an international context. 


SxkercH over. Buy a magazine of 
your interest and use it as a sketchbook. 
It is important to choose a magazine 


with content that you enjoy. The purpose 
Ein INSPIRATION ELSEWHERE: of this exercise is to create a dialogue 
with the text of the magazine. Sketch 
Log-out of your computer and forget over images, cross-out text, highlight 
about client work, accounting, and text, collage...there are endless 

studio management for a day. Buy possibilities! 


tickets to the symphony, experience 
a live jazz performance, attend a 
fashion show, go skydiving, starta 
martial arts class. Add some spice 
to your life, in turn, your work will 
embody this sense of adventure. 


CRoss-PoLuiNATION. Collaborate 
on a project with a colleague, a friend, 

or a contemporary. Do not limit yourself 
to people in your discipline! Collaborating 
with others has always proved to be 

an invaluable experience for me. This 
dynamic interplay will force you to remove 
yourself from your comfort zone and will 
expose you to different modes of thinking. 


VISUAL essays. These can take 
the form of installations, posters, motion 
graphics, etc. This exercise is a mainstay 
of my creative process. Personally, my 
preference lies in posters and I usually 
do three to five posters as a series. As 
with many of my previous exercises; do 
not limit yourself, there are no rules 

or boundaries! This is not client work, 
think of it as personal development. This 
exercise will further develop a visual 
language unique to you. If approached 
with an open mind, the experience can 
be rewarding. 


MATERIALITY/RE-APPROPRIATION. 
Find inspiration and creative departure 
points through the exploration of 
different materials. I take regular trips 
to specialty paper vendors and textile 
stores in an attempt to find materials 
that can be incorporated into my work. 
By re-appropriating the inherent context 
of the materials, another dimension is 
added to my projects 


DESIGN A TYPEFACE. The 
development of a personal typeface 
(digital, hand-drawn, or with found 
objects) will greatly improve your 
technical and creative sensibilities. This 
action will also aid in the development of 
your personal visual language; you will 
also gain a greater respect for an art 
form that is largely taken for granted. 


DEPARTURE POINT AND 


INTERTEXTUALITY. This exercise will force 
you to delve into the depths of other 
academic disciplines such as philosophy, 
critical theory, media studies, etc. This 
exercise begins with a preliminary 
passage of inquisition. The library and 
Internet are wonderful resources; 
research a disciplinary track that you 
have an affinity for. If you are serious 
about your studies; you will soon find an 
author who's voice ignites your passion. 
Find a text that is relevant to your 
personal value system. The manifestation 
of this exercise can take any form, such 
as a motion graphics piece, a sculpture... 
use your imagination! Hopefully this 
exercise will be the starting point for 
further investigation into the subject 
matter at hand and will spawn a 
comprehensive body of work. Never 
define the final product at the onset. This 
is a challenging exercise that will lead 
you into different directions. Allow your 
mind to wonder. 

Loosely, this was the process used to 
create the context for a project called: 
The Book of O, a hand-made lookbook 
exploring Pauline Réage’s text The 
Story of O The departure point was a 
study into tattoo art. Through reviewing 
the works of critical theorists such as 
Roland Barthes and T.S. Elliot I was 
thrown into directions I never thought f 
possible. I soon began studying the 4 
writings of Adolf Loos and Geoffrey Galt 
Harpham, among others. The ideologies 
of these authors became intertwined 
in my own personal philosophy. Their 
voices are now part of my work through 
filiation—it is inescapable, their voices 
are inseparable from my own! The 


AnD ANI 
READY TO civa WR. 


' Book of O embodies this intertextual 


experience. 
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Colin Chow 


www.heist-toronto.com 


An independent bespoke 
art director and graphic 
designer currently 
residing in Toronto. After 
working as art director 
of The KDU headquarters 
in New York, Colin 
returned to Toronto 
armed with experience 
in the fashion, arts, 

and cultural markets. 
Named “Top Talent” 

by IDN magazine in 


May, Colin's work 

has been showcased 
in publications 
internationally. Upon 
his return to Toronto, 
he has teamed up with 
renowned illustrator, 
artist and twin 
brother, Chow Martin, 
in the creation of a 
multidisciplinary art 
direction and aesthetics 
experimentation studio 


HEIST-Toronto. The 
studio brings together 
creative minds; all of 
whom share a passion 
for finely crafted 
aesthetics—the mandate 
is to interrupt the visual 
and cultural landscape 
of Toronto by creating 
tailor made solutions for 
design conscious clients 
locally and worldwide. 


Coralie Bickford-Smith 


wwWww.cb-smith.com 


Senior cover designer 
at Penguin Books, 
Coralie Bickford-Smith 
has a lot of experience 
under her belt. She 
has created several 
acclaimed series 
designs for Penguin, 
including the Hardback 
Classics and the Gothic 
Horror series, both of 
which were selected 
to feature in the 2009 


D&AD annual, and the 
Boys' Adventure series, 
which won the 2008 
British Book Design and 
Production Award for 
Series Identity. Coralie 
studied Typography at 
Reading University and 
recently she has been 
sharing her experience 
with students at 
London College of 
Communication, 


Coralie Bickford- Smith 


encouraging a sense of 
play in the process of 
design. She has a love 
of all things typographic 
and textile-based, and 
can often be spotted 
day dreaming on London 
buses in search of new 
ideas. Much of her 
spare time is taken up 
by collecting books, 
reading books, and 
thinking about books. 
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WU FIRST THINGS FIRST. To start 
L, m developing ideas for a project, I set up 


mood boards of visual ideas—texture, 
ornament, objects, colors—all inspired 

=~ by themes from the stories or by the 
period, or just the atmosphere of the 
project. Ideas often come to me at 

the cinema; it seems that while I am 
watching a movie, some part of my brain 
is working out design problems. 


a INSPIRATION AND RESEARCH. In 
terms of formal research, The London 
; Library and St. Brides printing library 
are great for immersing myself in the 
history of typography and bookbinding. 
try to begin off the computer when 
Í possible, just going out and sourcing 
ideas, colors, and textures. For 
inspiration I cast my net as wide as 
XM possible — books, objects, websites, etc. 
IR I love interior design as inspiration— 
I'm always making notes of color 
combinations I see, as color is really 
y important to me in my design. A big part 
of the process is getting away from the 
desk, going out and absorbing all sorts 
of visual information. 


LOOK FOR VISUAL INTERACTIONS 
WITHIN YOUR PROJECT. For example, I 
E designed a series of ten well-loved 
€ classics: cloth-bound, jacketless 
hardbacks with a single matt foil 


stamped into the cover. In this case, 
the interactions were more obvious 
than others in terms of their connection 
with the text. I’m very keen on Crime 
and Punishment. There's a nice tension 
between the rigidity of the lines and 

the deconstruction of the grid that 
makes for an interesting parallel with 
the breakdown of Raskolnikov's moral 
certainty. There's also a Russian 
influence on the design, though from a 
later period than the book. 


ONE BIG VISUAL OVERLOAD. 

The Art of Looking Sideways by Alan 
Fletcher has given me an enormous 
amount of pleasure. It's the book I have 
picked up the most and there is still new 
stuff to see every time. 


Go THE EXTRA MILE, PRODUCTIONWISE. 
Cloth-bound hardbacks with foil 
stamping are a particular love of mine. 
It’s taken a lot of work with the printers 
over the years to get right, so it’s really 
good to see that effort pay off. My 

first cloth-bound book (Hans Christian 
Andersen's Fairy Tales) has been in 
print since 2005, and last year's Poems 
for Life is on its sixth edition. Going the 
extra mile in terms of production can 
make commercial sense, and it led to the 
recent series of ten hardback classics. 


To GRID OR NOT TO GRID. For the 
Hardback Classics I had the grid quite 
quickly as this was how I was going to 
slot in the different ideas and retain 

a consistent series style. Dealing with 
titles and author names of different 
lengths needs careful consideration 

to make sure the series style remains 
consistent and confident. For anyone 
interested in learning more about grid 
systems, I would recommend Josef 
Müller- Brockmann's excellent book, Grid 
Systems in Graphic Design: A Handbook 
for Graphic Artists, Typographers, and 
Exhibition Designers. 


Coors. My design often 

has a limited color palate, consisting 
of only two colors. This has been a 
useful way of creating a strong series 
identity while allowing individual titles 
within a series to have their own color 
schemes. Blue and yellow combination 
is a current favorite of mine—I used it 
to design a horror book series. I like 


M the way it breaks away from the colors 


conventionally associated with horror but 
still has the visual impact appropriate to 
the genre. 


a TAISS CM MI S UZS Recently I have been working on projects with 
students at London College of Communication with Wendy Chapple, passing 

on the principle that underpins my own work: "Stop designing, start playing." 
That philosophy is a way to get the students to free up their creative processes 
and really explore as widely as possible around a brief before focusing in on a 
particular solution. The temptation is always to take the constraints of the end 
product as a starting point as well as an end point, and that shuts off so many 
avenues of exploration. What Wendy and I are trying to encourage is a period 
of free association almost, of having fun with ideas and processes, and getting 
comfortable with the idea that, although 9096 of what you produce in this period 
will be discarded, it will lead to places you wouldn't necessarily have reached 
directly, and the finished product will benefit as a result. 
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FOLLOW THE PROJECT FROM START TO 
FINISH. I try to go to the printers when I 
can and when it is a special project. In 
a publishing house you most likely have 
a production team that deals with the 
printers so you have to make sure you 
communicate well with them as they are 
the message carriers. I prefer speaking 
to printers face to face and seeing things 
on press, it enables a designer to keep 
more control over the final product. 


ELECTRONIC VERSUS REAL 
PORTFOLIOS. As a designer I have an 
obsession to create beautiful, timeless 
artifacts for people to enjoy, cherish, 
and pass on. So when I present my 
work to clients, I like to be able to let 
them get to feel the real objects. This to 
me is much better than a PDF and it's 
my preferred choice. Obviously that isn't 
always practical, so websites and PDFs 
are invaluable and very important in 
getting work seen by a wider audience. 
If showing work electronically, I at least 
like to use photographs or scans that 
represent the physicality of the finished 
book. 
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STAY HUNGRY LIKE BIGGIE ON HIS FIRST ALBUM. 
Success can satiate hunger and blur the line 
between confidence and laziness. It's best to remain 
critical and be open to the criticism of others. By 
staying hungry you prevent yourself from inhibiting 
your creativity. You'll not only continue to grow as a 
designer, but you'll keep things fresh and exciting for 
yourself. What kind of man would Bob Dylan be if he 
had just continued to do the same thing album after 
album? He would be Donovan I guess. And you don't 
want to be Donovan, man. 


NUTS AND BOLTS VERSUS BELLS AND WHISTLES. 

It’s not called breaking the rules when you don't 
know that you are—it’s called making a mistake. 

Our buddy Modernism was nice enough to lay down 
some ground rules for us way back when and we 
are well-served to learn them and follow them, when 
appropriate. But at the same time, you did go to art 
school. Throw a couple lasers in there or something, 
dude. 


CALL YouR MOM. Just because she doesn't 
completely understand what you do for a living 
doesn't mean she doesn't want to hear about it. 


Suck rr, Yoko. There are two types of 
designers: Lennons and McCartneys. As a John 
Lennon, you create work that is message-driven, 
stark and serious, but you run the risk of seeming 
pretentious and/or naive (in John Lennon's defense, 
he was unfortunately married to the world's worst 
art director). To be a Paul McCartney, on the other 
hand, means creating beautiful, meticulously crafted 
graphic design pop music, heavy on style but light on 
content. While either can be successful on its own (I 
love Wings), the best design employs both ideology 
and style (see popular music group The Beatles). 


Pro Bono = coon ; U2 Bono = Bap. Do 
something for free! It will make you feel good and 
you'll have more creative control. Build your portfolio 
doing what you want to do. Employers can smell the 
creative musk of a portfolio grown with passion. 


D 
Z 


186 
LISTEN TO POWERFUL 70S ROCK AND ROLL. 
Nothing makes me question the 
authenticity and integrity of my work 
like listening to Bruce Springsteen. 
Trust me—but if you don't trust me— 
then trust The Bass. I quit my first 
job out of school because I listened 
to my Born to Run LP every day after 
work, and Iam much happier since. 
And now, on job applications, in the 
"Reason for leaving" section of my 
employment history, I can write: 
“Last chance power drive.” 
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Cory. This is a dangerous idea, because, 
well, the world is already completely saturated with 
derivative horse-puckey created by knucklehead 
boner farmers with no taste. It's okay to bite another 
style, as long as you don't swallow the whole thing. 
Use it as a jump-off point and don't emulate it. 
Nobody is simply conjuring ideas out of ether and 
pixie dust. Be aware of your influences and use them 
to your advantage. If you have talent, intelligence, 
and integrity then your unique style will show 
through. I truly believe that. 


Eprr EVERYTHING. Sometimes saying goodbye 
is the hardest part. Making something you love isn't 
nearly as difficult as letting it go. 

An argument could be made that the real talent in 
design is to see and realize why something is ugly, 
not pretty. Designers, like the rest of the creative 
world, have a tendency to over think and over 
design. A more effective tactic is to find out what’s 
not working and get rid of that. It’s rough, but your 
mom never liked that one anyway. 


MINE THE DEPTHS OF YOUR COLD BLACK HEART. 
Graphic design isn’t as dry and emotionless as it 
sounds when you explain it to girls in bars. If you 
get a visceral response to something you make then 
there's a good chance it will stir up similar feelings 
in other people too. Get those guts out as much as 
you can. If nothing else it will be interesting. 


Be FREE TONIGHT. Unlike the controversial 
atmospheric electrical phenomena known as ball 
lightning, which can exist in a vacuum, design is 
married to commerce, and thus cannot. Being 
visually versed and technically proficient isn’t enough 
to create successful engaging design. It demands 
that we draw upon history, pop culture, advertising, 
psychology, and a whole arsenal of non-design 
things to arm and inform our work. The best way to 
stock up is to get away from the computer and go out 
and live your life. Have some laughs, take a road trip, 
make out, barf on the subway platform, and throw 
something off a roof. Whatever it takes. Go out there, 
punch life in the neck, and steal its wallet. 
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Daniel Cassaro 
www.youngjerks.com 


A proud Long Island 
native, Daniel is a 
graduate of the School 
of Visual Arts. After 
finishing his studies, he 
moved on to start his 
career and now lives, 
works, and trips the light 
fantastic in Brooklyn. 
Young Jerks is his 
one-man design studio 
nestled in the heart of 


Williamsburg's adorable 
Italian neighborhood. 
When not working, Dan 
spends most of his time 
considering his Saturn 
Return and worrying 
about where he will take 
his Saturn out drinking 
when it gets here 

and if it will get along 
with his friends. His 
latest projects revolve 


around typography—his 
mechanical but warm 
McCartney typeface, an 
op-ed for the New York 
Times, an identity for 
Spacecraft boutique, a 
promotional CD for Bud 
Light Lime, and a type 
treatment-cover proposal 
for a short story by the 
talented Nik Ruckert. 


Dmitry Galsan 
www.iji-design.ru 


For the last 30 years he 
has been living in the 
world of human beings, 
running the studio Iji 
and designing for both 
websites and print. A 
necessary psychedelic 
and unique style signs 
his work for corporate 
clients and most 
importantly self-initiated 
projects in the shade of 


the mountain Sumeru 

in the central part of 
Jambudv pa, waiting for 
the Nebu-chadnezzar 
DA203 to come and take 
him back to the Great 
Infinity. Nebuchadnezzar 
II was the first son, 

and successor, of 
Nabopolassar, who 

lead Babylon to its 
dependence from Assyria 


and left Nineveh in ruins. 
An attempted invasion of 
Egypt in 501 BC was met 
with drawbacks leading 
to numerous rebellions 
among the states of the 
Levant, including Judah. 
Encounters of the Third 
Kind are possible over 
the web. Only for the 
initiated. 


Dmitry Galsan 
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o0 m— y EN NEW IMPRESSIONS 


IS NOTHING 


It's important: beauty is J; 2 s BUT LIFE 
everywhere. -— í —€— 


It's important: learn the rules 
in order to break them. 


It's important: always work on 
a project as if it were your last. 


It's important: don't overdo it. 


It's important: travel to the 
places where you haven't been at least 
Once a year. 


ESSENCE IS 


MORE IMPORTANT 
THAN APPEARANCE 


THE GREAT TRE 'ATISE 


Che Elements . 
of Typographic Style EN STAGES OF THE PATH 


TO ENLIGHTENMENT 


TOTEM 


WOLF 
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SECRET 


FIFTH DALAL LAMA 
WORLD 


‘The Gold Manuscript in the Fournier Collection. 
Samsen Gyaltsen Karmay 


Pe nim 
Mo Masts ts Poen Phas Lom 


It's not important how you look. 
It's what you dream about. 


It's not important if your 


———9—— 


Cette Rant 


working table is clean. Let your boss 
moan about it. 


It's not important what you are 
listening to. It’s what you hear. 


It's not important which books 


you are reading. It’s what you think. Mx 


IS 


BETI it's not important what other 
people say and see. It’s what you say 
and see. 


SOMO POR TES © 
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DES LA | BESSA 


ADRIANOPOLI OTTOBRE 1912 | 
| 
Probably the best ideas 


come while in motion, outside of 
the studio. 


Whether you prefer a 
notebook, many notebooks, new 
sheets or recycled paper, you should 
Sketch on paper your first ideas. 


It's important to recharge 
your creativity in any way suits 

you best: movies, cooking, outdoor 
sports... 


Alternate design books 

with novels, for direct and indirect 
inspiration: Paul Rand/Italo Calvino/ 
Bruno Munari/Thomas Glavinic. 


BEBE] Search new potential clients 
directly. The most important thing is 
to communicate with different people, 
creating relationships based on 
curiosity and trust. 


Mix your techniques. Inks 
with pastels, collages and sketching 
with wax crayons. Adobe Illustrator, 
photos and vectors, a hammer and a 
handsaw. 


BEDE Organize your timelines with 
a weekly progress meeting. It's easy, 
and most of the time you'll be able 

to prepare a timeline everyone can 
respect. 


Try to digitalize your agenda, 
but if it doesn't work, the old paper- 
based agenda works fine. 


The ideal client doesn't exist. 
Don't wait in vain. Nevertheless, he/ 
she would respect your work, take 
part to the project, and give you a 

4 little of his/her time. Oh, and he/she 
would pay duly. It seems quite simple. 


SAUL 
STEINBERG 


|206| 
Try to follow 


every step of the project, meet 
the printer and follow the printing 
process together. 
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Due mani non bastano 
www.duemaninonbastano.it 


Set in an old-style 
popular courtyard, a 
craftsman lab turned 
to a creative office. 
Due mani non bastano 
was founded in 2005 
after many years of 
collaborations by 
Nicoló Bottarelli, Ilaria 
Faccioli and Davide 
Longaretti. They are 
three freelancers, 
working for publishers, 


advertisers, and any 
businesses that rely on 
visual communication 
forms. All of them are 
infused with the same 
passion to produce 
high quality images, 

to find the simplest 
and most elegant ways 
to communicate, to 
continue to innovate 
and experiment with 
materials, contents, 


and techniques, and 

to maintain a strong 
bond with nature. 
Brought together by 
mutual interest in image 
building, graphic design, 
and communication, 
they strive to develop 
creative solutions and 
provide support to 
clients with a great 
sense of enthusiasm 
and commitment. 


El Studio 


www.el-studio.co.uk 


E] Studio works in 
partnership with 
organizations that 
understand the 
importance of brand 
awareness and embrace 
the true value of 
creative, effective design 
solutions. The agency 

is in fact structured to 
work in collaboration 
with talented, like- 
minded individuals— 


designers, typographers, 
artists, writers, 
musicians, web/digital 
designers, architects, 
interior designers, 
photographers, make- 
up artists, marketing 
strategists that excel 
in their disciplines. This 
able mix of professions 
and talents has earned 
them a respectable 

list of clients such as 


| 


Bailiwick Recording Co., 
Fife Regatta, Kshocolat, 
Dental White, Mark 
Seager, and Nicolson 
Maps. The latter has 
appointed El Studio to 
work in partnership 

in brand development; 
the initial project being 
to concentrate on the 
redesign and structure 
of their website. 


E] Studio 
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ture 


Ideas and values of a people. 

The stimulus of an idea. nder 

Not narrow nor conservative S 
in thought, expression, or attitude. 


Creation of fundamental PERCEIVE AND EXPLORE THE MEANING OF. 
systems, maintaining flexibility. 
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ny 
woo an simplicity 


The essence of language and 
communication. 


C Expression of emotion. 
Of, To reduce complexity. 
Ur Characteristics of a surface. 


| 220| The technique, style, and 
artistry of working. 
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- 7 
Once upon a time, there was.... 


eee ....there was a piece of wood 
| 


and some typography 
a pinch of drawn writing 


i eee to see double 


E 


| the written world 
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some plumed geometry 
in the evening air 
BEER] there were figures narrating 
so 

out there... 


— 


élitradesign 
www.elitradesign.it 


Roberta and Marco 
Sironi were born near 
Milan. Both studied 

at the Istituto d'Arte 
Monza and received a 
degree in Design and 
Aesthetics in Milan and 
Pavia. As well as graphic 
design and visual 
language, their research 
include writing about 
visual representation, 
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about perceptibility, and 
about the plural ways 

in which they envision 
things. They are also 
lecturers in design 

in Milan and Alghero. 
élitradesign studio takes 
its name from the elytra, 
the protective cases 
that hedge some insects' 
wings while not in flight. 
In their idea, the graphic 


project is based on 
attention for the most 
understated tactile 
qualities, not only on the 
visual ones. élitradesign 
concentrates on the 
support material, on 
color shades, and on 
how the object develops 
into space while it is 
used. 


Emmi Salonen 


www.emmi.co.uk 


Emmi is a graphic 
design practice based 
in London. Set up by 
Emmi Salonen in 2005, 
the studio specializes in 
designs for art, culture, 
commerce, academia, 
and organizations, using 
environmentally sound 
solutions whenever 
possible. 


Whenever possible, 
Emmi uses recycled 
material, recycles and 
cycles. Emmi Salonen is 
originally from Finland. 
After studying Graphic 
Design in Brighton, 
where she graduated 
in 2001, she moved to 


Italy to work at Fabrica. 


Emmi went on to earn 
more professional 


stripes back in London 
at Hoop and New York, 
where she worked with 
karlssonwilker inc. In 
2005 she returned to 
London to set up her 
own studio. Emmi is 
also a session tutor at 
Ravensbourne University 
where she lectures 
regularly. 


Emmi Salonen 
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E - aq 
February 09 


e 
TN 
er! 
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7 bs £8 408 Condon 
I NT x United Kingioa 
UDIO | Set some time aside to reply 
" to e-mails at certain intervals only 
during the day. For example, once in 
the morning, once in the afternoon. 


S 
Scese 


can set on your tasks straight away 
and avoid the morning ponder. 


Pay attention to the details; 
on layouts, mock-ups, presentations, 
everything. Then check these again. 


Show your reasoning behind 
your designs, guide your client 
through the design. 


= ‘4 When you look for work and 
= cL E go for interviews, it's good to leave 
s E something behind, for people to 


==" remember you by. 


Otherwise your workflow gets € " 
interrupted continuously. (9 p 
Plan your next day's 1 —— ee 
schedule the day before. This way you B 
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28 a 
er) It's good to check if your 
M mail-outs arrived. But don't be too 
, full on and give people time to reply. 


Be nice to people, be 
respectful. 


Good work comes through 
play. 


2 BEEE] Remember you design for 
| the world out there, away from your 


computer. It's good to step out and 
enjoy this life. 


/ 


Often people hire you as much for 


your personality as for your portfolio. 
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pus E 
- Connectin 
user interja 
professionals 


Chi Nederland is de vereniging voor 
Mens-Machine Interactie specialisten 
— — ——— £n geinteresscerden in Nederland 


DESIGN Is A PROCESS. Bad D 
design can kill good management. 


BEZE Horor the past. There’s a 

lot to learn from our predecessors 
about drawing, writing, printing, and 
thinking. To know the rules is to know 
how to break them. 


INITIATE SIDE PROJECTS. Do 
this for research and development 
purposes of everything you always 
wanted to do and learn. 


Don’t oveRSIMPLIFY. Form is 
content. Form is added value. 


Uitnodiging Innovatie Anders 


kbineenkomsi 
H | i / / 


245 
LANGUAGE AS A DESIGN CONCEPT. 
Images are at the base of 
understanding complexity. Combine 
the best of both worlds and turn 
design into a visual language. 


MORGEN IS HET 


BELT Tere as mace. A typeface 
exists of characters. Build character! 


THE JOB IS AS FUN AS YOU MAKE 
rr. Fun is a key factor for quality of 

' work and life. It may take a while 
before people push the right buttons, 
push the buttons yourself. 


BELT] Work hard and be nice to 
RAND OPENING 


puer ANG ANY MORE pee people, as a wise man once said. 
@AAMORACAT 58 AMETOROAN 12.00-16.00 HRS 


BELLE] No more Helvetica. Please! 


BET Laugh a lot! 


3 A 
ijsfontein 


= ABOUT 
mes CONTACT 


PLAVBA 


DEVILSIN | 


Enchilada 


ww w.enchilada.nl 


On the 1st of April 
2008 Enchilada saw 
the light of day. One 
strategist, three 
designers, and a 
shared ambition to 
combine strategic 
communication with 
visual power. All 
four partners have 
at least ten years of 
experience each, in 
Dutch and international 
design studios. After 
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having run their own 
companies for several 
years they found that 
they share a similar 
taste for beer and 
business. They set out 
to add pepper to visual 
communication, thus 
the name Enchilada 
(enchilar, Spanish: to 
add chili pepper). They 
analyze the position 

of a client and set 
strategic goals, make 


distinct decisions 
about positioning, 
and then add value 
(and chili) through 
visual concepts. A 
studio passionate for 
typography, illustration, 
and the mechanics 

of communication, 
unleashed in their 
work, in workshops 
and the side projects: 
ToyType.com and 
Sauerkids.com. 


Filip Kleremark 
www.kleremark.com 


Based in Stockholm, Filip 
is very passionate about 
work and has a hunger 
for problems that need 
creative solving. His 
interests lay in digital 
media and in the way 

we interact with things 
in our daily life. With his 
design, he aims to create 
solutions for brands that 
engage, brands that also 
believe in a better future, 


brands that believe 
commercial success 

can be gained through 
creativity. A natural 
raconteur, he enjoys 
telling stories people 
want to hear and giving 
the audience what they 
might need, not what 
they already have or 
have seen before. People 
react and interact with 
good ideas, therefore the 


framework of his ideas is 
to create work that stays 
alive, not campaigns 

that are hot for just a 
moment. Filip wants to 
challenge boundaries 
and constantly evolve 
himself and the industry. 
The ad of the future 
won't be an ad. 


Filip Kleremark 
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ANALYZE THE COMMUNICATIVE PROBLEM. When 
coming up with an idea I always analyze the 
communicative problem first and try to find 
solutions. Research is very important. I stay 
updated in all different kinds of areas such 

as fashion, technology, design, etc. I do this 
through RSS blog feeds, I follow around 300 
blogs and spend a lot of time online. I also 
collect books, packaging, toys, and any other 
interesting stuff I can find. 


BEER 10055 can come From ANYwHere. The 
creative process is so different depending on 
the client and their needs. Ideas can really 
come from anywhere. I don’t have a special 
formula to follow, but it can be useful to change 
environment sometimes, to get away from the 
office. I can get an idea while walking on my 
way home, while sitting in the pub with some 
friends, or in the middle of the night when I 
can't sleep. 


Establish a good relationship between 
you and the client. 


BEER Experiment with design and 
typography. 


It can be useful to switch 


environment. 
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ALWAYS ADD A PERSONAL ELEMENT TO YOUR 
work. I integrate my work across all sorts of 
media. My background is in graphic design 
but since the industry is changing I have been 
doing interactive art direction lately. I love 
Swiss design, and build my foundation on grid 
systems, but I also experiment with layout, 
color, and custom typography. 


A CROWDED MARKET FULL OF VISUAL NOISE. In 
the case of a project for Rollerboys Recordings 
the budget was limited so I could only use 

one color other than black. This was a great 
challenge. I wanted to do the covers in Pantone 
colors so that they would look beautiful 
together as a series with strong typographic 
treatments following a strict grid. This way the 
label stands out in a crowded market full of 
visual noise, releasing records that you want to 
collect in order to have the complete catalog. 


Mn we FREEDOM IS NICE TO HAVE BUT DIFFICULT 
MNA 
^n Pew NA pet My 


TO MANAGE. I have to admit that I’m a bit 


Ronan ized. I can sometimes feel that it’s 
ANY Nas unorganize 
Pes SUUS hard to start working, I often find myself awake 


Attend MA late and nS very late is following 

day. But this is also the case with most of my 
rj ho rapere friends in the creative field. I need structure, 
the positive side of working for an agency is 
having definite timetables. 


AN ONLINE PORTFOLIO IS THE BEST WAY TO 
PROMOTE WORK. I think that an online portfolio is 
the best way to promote my work since it's so 
diverse. It's a lot harder to show motion pieces 
through a traditional book or a PDF. Make 

sure design blogs and other influential sites 
are aware of your website. I feel that a basic 
site that loads fast and has easy navigation is 
recommended since people are generally very 
stressed and need to browse your work quickly. 


eft Believe in what you do, do what you 
y y 
believe in. 
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One project = one notebook. 


One idea - one post-it. 


The same result can be 
achieved by ways simple or complex, 
there are no rules. 


Utilize Internet and the 
social tools to exchange info (Google 
reader, graphic design blogs, twitter, 
etc.). I am an assiduous blog reader. 
I eat RSS flow! 


IMARE —— To make choices, to think of 
ONG ? r 1 28 COLOR 2c several solutions and progressively 
pnm ^ eliminate all but one, without giving it 
COLOR too much thought. 


NOTEBOOK 


LT] 


_| PROJECT 3 


PROJECT 2 
DW 5 


Set yourself up for minimum 
organization; it'll aid to create bases 

of forms, colors, visual recurrences of 
favorite subjects, and general graphic 
elements. Typography is very important, 
spend time choosing the right one. 


Don't be afraid of white. 
Less rather than more. 


BEL Open eyes and observe— 
observe and absorb. But learn the 


limit, and know how to not be too 
influenced! 


One chocolate a day keeps 
bad design away. 


Florent Guerlain 


f 


© CHOCOLATE. 
ONE BY DAY FOR GOOD GRAPHISM. 


project. So, yes! Ping-Pong! 
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Florent Guerlain 
www.zukunft.fr 


Based in the ever trendy 
Paris, Florent shows 
an almost mathematical 
subdivision in interests 
claiming to have a 
fascination for politics 
(25%), food (25%), 
geometrical forms, 
statistics and numbers 
(25%) and others 
(25%). His work always 
has a common point: 


1,000 Ideas by 100 Graphic Designers 


their design is clear 
and simple, owing to 
work principally based 
on typography and 
forms (he almost never 
employs photography 
or 3D elements). Each 
component used (word, 
form, special typography, 
color...) must have an 
explication. Florent is of 
the opinion that it is of 


utmost importance for 
design to be justified. 
And if the project can 
also provoke ideas to 
the reader, even better. 
Some of his latest 
projects include: Hyper'!, 
Crise 2008 (on the 
current economic crisis), 
and a graphical identity 
for Marseille European 
Cultural Capital 2013. 


Forest 


www.thisisforest.com 


Joel Speasmaker is the 
founder of Forest, a 
multi-purpose design 
studio located in Los 
Angeles, California, 
working in the areas 

of graphic design, art 
direction, publishing, 
branding, web design 
and development, 
illustration, and various 
curatorial projects. He 
previously published The 


Drama magazine, and 
now acts as art director 
for Anthem magazine, 
comics section editor for 
Swindle magazine, and 
conducts interviews for 
Faesthetic magazine. 
He's been lucky enough 
to show in galleries such 
as Subliminal Projects, 
Little Bird, Lump, Okay 
Mountain, Thanky, Quirk, 
and others. He's been 


featured in books by 
Victionary, maomao 
Publications, and 
Jeremyville, as well as 
Flaunt, XLR8R, Dazed & 
Confused, Entertainment 
Weekly, Art Prostitute, 
Clark, Giant Robot, and 
Mule magazines. 


Forest 
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: IDEAS ARE ALREADY INSIDE OF 
us. It just takes the appropriate 
project to bring them out and give 
| them shape. Ideas come from our 
life experiences—through traveling, 
through interactions with the people x 
we meet, through the books we 

p^ 


read, through the music we listen 
to, through the best and worst of 


* times. There are so many sources of 


Interaction of Color Josef Albers inspiration in even the most seemingly 
Unabridged text and selected plates mundane activities. 


Revised edition. 


n 
ie | 


Start with many ideas until IM 


you narrow it down to one. 


AN UNMISSABLE BOOK. 


Interaction of Color by Josef Albers. 


TRAVEL. Traveling is one of the 
most important activities to me, not 
only as a source of ideas but simply 
as a way to formulate a philosophy 

of living. All aspects of your life can 
only benefit by exposure to new and 
previously unseen and unknown 
things. 


YOUR SPACE DEFINES YOUR 
work. Keep your workspace perfectly 
orderly, surrounded by books and 
organization. 


ANTHEM ANTHEM AN*TF- 
ANTHEM ANFHEM ANTE 


ANIHEM ANTHREN 


EENAA 
Tany Ree 
> NN 
$y 
S 


e 4r 
WH 
RS ga 


Do as many personal projects 
as possible. Client work will follow. 


La Recoleta Cemet t M ; s 
Buenos Aires, i sionary® Things FOLLOW GRIDS (MOST OF THE We Are Children of 


Argentina. Spee % Volume time). Grids are very important, Earth & Sun. 
whether you are working for print 

or web. Even when specifically not 
following a grid I think itis important 
to consider its influence in that 
decision. 


RESEARCH CONSTANTLY. I am 
interested and can appreciate most 
everything I come in contact with, 
whether it be a work of art, an object, 
a tool, an idea, a period of history, 
etc. Because of this, doing specific 
research for a job is enjoyable. 


S1MPLE soLurioNs. I'm always 
drawn to the simplest solution, 
utilizing shape and color to facilitate a 
meaning for the viewer. 


36 2008 


BETI 
If in doubt, print! 


Forest 
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IMPORTANT THINGS ARE 
IMPORTANT. This tautology manifests 

my dualist design paradigm. As I see 
it, every design has two levels or 
dimensions: the top-level, consisting 
of tangible design elements (they may 
be images, typography, etc.), and 

the base structure, consisting of the 
concept, the thought, the decisions 
of what to show and how to present 

4 that. Although the base structure may 
be exposed only through the layer of 
concrete entities, the labor of design 
should be focused on the invisible. 

Do not nudge around the elements of 
your layout; it is inconsequential if an 
image or typography piece lies here 
or there. Instead, concentrate on 
what is important. 


E BE Sketcu stocks. A friend of 
N mine who is a gifted storyteller once 
us; 4 told me a colorful tale of Kaj Franck's 
Sketching habits. The renowned 
designer used only small cards about 
6-inches (15-cm) high for sketching. 
These so called taco cards were a 
cheap byproduct of the Tervakoski 
cardboard factory. The cards were 
coated on one side and uncoated on 
the other, making them an excellent 
platform for both felt pen and pencil 
drawing. I also use small cards 
for sketching, and recommend it to 
everyone. 


ud v HFEF 
THE OUTCOME OF OUR WORK 
USUALLY RESPONDS VISUALLY TO ITS 
CHARACTER. Nevertheless, or perhaps 
therefore, an excellent premise for 
designing is a non-visual one; instead 
of attempting to visualize a brief you 
can approach it through moving, 
touching and sensing, thinking with 
the help of other means of perception 
than eyesight. That can be inspiring. 


EVERY DESIGNER HAS HIS OWN 
RELATION TO BACKGROUND MUSIC WHEN 
woRkKING. When I'm designing I 

listen to music, but when a project 
proceeds to production phase, and 
the work gets a more technical 
character I often listen to discussion 
programs with only little music on the "t 
radio, or audio books. $ i 


BRUTALIZE TYPOGRAPHY. Some 
years ago I visited a lecture by 

Alex Trüb and Valentin Hindermann 
where I came across their work 

for Schauspielhaus Zürich. Their 
aggressively condensed Futura 

was something that clashed with 
almost every typographic principle I 
cherished at the time. This dramatic 
encounter was the starting shot for 
the conscious and intentional decay 
of my typographic taste. Typographic 
decadence is recommended for 
anyone! 


DESIGNI 


DJ RHEINE 


MASA The deeper the gap 


between the sublime content and the 
vulgar form is (or vice versa), the 
better! When typesetting the Bible, 
do it with Balloon Extra Bold. 


i AT THE PRESS. Pen and the 


Conflict of form and content is always 
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Mac are our common tools, and so is 
the offset press. Therefore at least 
basic knowledge of the limits and 
possibilities of the printing process 
should be a part of every designer's 
technical expertise. Go to the printer 
and follow the process whenever 
possible. 


LANDSCAPES. I struggled for 
a long time with a modernist fixation 
for non-representative layouts. In my 
opinion, all elements of design should 
only represent themselves; images 
should only be images and type 
especially should never represent 
anything else but letterforms. I'm 
now free of this neurotic approach 
of every layout as a single image, 

a landscape where everything is 
possible; type can be as an image, 

or an image can be typography. Set 
yourself free! 


BELLI] 16556. Include at least 


one technical, typographic, or any 
other sort of test in every project 
you do. Visiting the area of the 
unknown makes a design often more 
challenging to the viewer, and your 
knowledge expands quickly. Three 

of four of the tests won't succeed, 
but who cares? We are not surgeons 
or pilots, no one dies if you make 

a mistake, and often no one even 
notices. 


BET] Never show the client a 


sketch you don’t want to take further; 
the client will certainly choose it. 


106 


1,000 Ideas by 100 Graphic Designers 


Frack 
www.frck.fi 


Jaakko Pietiläinen, 

the man behind Fräck, 
founded his agency in 
2006. It simultaneously 
entails an ambition 
towards a total design 
concept as well as 

a passion for detail. 
Nordic design seems 
somewhat trendy these 
days but Jaakko’s work 
continues to reassure us 


of the absolute solidity 
of his design. His lines 
are austere yet playful 
and his intelligent use 

of typography reflects 
formal recognition of the 
best balance between 
solid theoretical roots 
and a passion for 
experimentation. This 
style is especially evident 
in the design and layout 


of Tuli&Savu, a poetry 
magazine in which the 
content is adapted to 

a form that innovates 
the classic look of that 
type of publication while 
contrasting with slightly 
yellowish stock and a 
more typewriter style 
typeface. 


Frank Chimero 
www.frankchimero.com 


An illustrator, graphic 
designer, and writer in 
Springfield, Missouri, 
USA, Frank teaches 
design and typography 
at Missouri State 


Unviersity. He also 
frequently contributes his 
writing and illustrations 
to Thinking for a Living 
(www.thinkingforaliving. 
org). He believes in 
simplicity, honesty, 


humor, enthusiasm, 
keeping busy; lots of 
little things over one 
big thing. Inspired 

by the mid-century 
aesthetic, Frank tries to 
recapture the sense of 
optimism, playfulness, 
heart, and charm 
that’s characteristic of 
the period. Chimero’s 
fascination with the 
creative process, 


curiosity, and visual 
experience informs all of 
his work. Each piece is 
the part of an exploration 
in finding wit, surprise, 
honesty and joy in the 
world around us. For 
Frank, the work is play, 
and the play is work. 


Frank Chimero 
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Be Honest. An open path of 
communication is built upon trust. Be honest 
to your audience. This idea is relevant to 
every other form of communication, and 

I think it applies to visual communication. 
Honesty isn’t just about audience. Be honest 
to yourself as well. Do the things you’re 
passionate about. Avoid the things that you 
hate, if you can. 


CONSISTENT VOICE IS MORE IMPORTANT 
THAN CONSISTENT STYLE. Voice is about what you 
say. It’s content. Style is about what you’re 
wearing. It’s aesthetics. The prior informs 
the latter, not the other way around. Clothes 
don’t make the man. They don’t make your 
work either. 


Does IT HAVE HEART? If it does, make 
it. If it doesn’t, why spend the time on 
something that doesn’t have spirit? 


HAVE MODEST EXPECTATIONS. Spend 

a lot of time choosing that one thing that 

a piece of design or an illustration should 

try to do. Then, work your ass off trying to 
figure out the absolute best way to do that 
one thing. 


DON’T BE SCARED OF YOUR TOOLS. Use 
them, don't fear them. For instance, while 
Sketching, I recommend using cheap paper. 
If the paper's cheap, you won't feel bad 
documenting your bad ideas. Getting the 
first, awful ideas out of the way is crucial: 
very rarely does any one hit it out of the 
park on the first try. If I had a sketchbook 
filled with nice, expensive paper, I'd feel 
obligated to make the first idea I sketched 
brilliant. That pressure would paralyze me. 
Tools should be enablers, not disablers. If 
something is more intrusive or intimidating 
than it is useful, get rid of it. It's not a tool, 
it's a toy. Or worse, a creative boogie man 
that you're inviting through your front door. 


2 
4. zHARPIÉ. 
<= 


BEL Execute. An idea on the page is 
worth 100 times more than an idea in the 
mind. You can only judge and be judged by 
work that's executed. Eventually, we all 
realize that most of the ideas that look great 
in our mind look dumb once they're real. 
But, at least you now know. 


Eorr. Delete unimportant things. 
Even if you love them. If it isn't spectacular, 
it gets cut. Kill your darlings. Be a cold- 
blooded killer. Ruthless. Delete. Refine. 
Improve. 


BSELEI]E Berne 700 COMFORTABLE IS DANGEROUS. 
Most creatures die in their sleep. Keep 
moving, or get eaten. The only things you 
should be absolutely comfortable with in 
your creative process are your tools. 


BELEJ Tere is notHInG KEEPING vou FROM 
DOING THE SORT OF WORK THAT YOU WISH. What do 
you want? It’s a hard, yet crucial question. 
We all do creative work to get happy. It’s 
why we let it beat us up, and it’s why 

we keep crawling back to it. Figure out 
precisely what you want, and realize that 
if no one will pay you to make it, you can 
still make it for yourself. And you still win, 
because you're happy. 
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300 
In the 
studio, I have a sofa for naps with 
a couple pillows. The pillow is kind 
of comfortable, but mostly not. Just 
soft enough to relax you. But, just 
stiff enough to keep you from falling 
fully asleep. Right before you fall 
fully asleep, your brain is making all 
sorts of connections between all of 
the unrelated thoughts in your brain. 
There’s no filter from your conscious 
mind saying: “This makes sense. This 
other idea doesn’t.” Without that filter, 
you can consider more possibilities. 
So, grab something to write with, fill 
your head to the brim with research 
and what you already know. Then, 
take an almost-nap and get ready to 
document the ideas that find you. 
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THE IDEA IS USUALLY THE TOUGH 
PART. I believe that for a project to 

flow most efficiently, the answer has 

to come very intuitively. So when it 
doesn't immediately present itself, 
frustrating times normally follow. When 
this happens, I generally just start 
doing miscellaneous research—listening 
to a podcast like Radiolab, reading a 
book by Malcolm Gladwell or Marty 
Neuemeier—anything to get me thinking 
while the project is in the back of my 
mind. If I'm feeling really lost, I might 
look back at my older work, or someone 
else's work to see how I or they have 
tackled a similar problem, just to gain 

a perspective. Then after that initial 
thinking/research, I try to take a 
break. It's good for me to get up and 

do something else; maybe I'll go to the 
store. It eases some of the pressure 
for me, therefore allowing me to think 
more clearly and reflect upon that initial 
thinking. 


WHEN IDEAS OCCUR, TRY TO EXECUTE 
THEM RIGHT AWAY ON THE COMPUTER. Other 
times, I'll scribble down my ideas using 
words in my sketchbook or on post-it 
notes. For example, I'm working on an 
album cover, and here are some notes 
for a set of concepts I produced. It's a 
temporary solution, because I certainly 
can't understand what I wrote a few 
days later. I have to still be in that same 
mindset to interpret it. 


THE IDEAL client. Description: 
one who gives you a modest timeline for 
a good fee, let’s you do whatever you 
wish, and then doesn’t complain when 
you’re six months late with the delivery. 
This, surprisingly, happens, and if it all 
works out, both parts will be very very 
happy. 


TRY TO KEEP A VERY ACTIVE ONLINE 
LiFE. Whether it's through Twitter, 
Forums, Blogs, Flickr, Facebook, or 
whatever. So far, I haven't really placed 
priority on gaining new projects as 
much as I have just trying to gain new 
connections and friends within the 
design community. 


Love Books. I'm usually so 
distracted by the pleasant visual design 
of a book that I have a hard time 
reading it. My favorite books though, 
are the ones that get me thinking, 
motivate me, and usually are about 
something other than design— but 

still related to design (like marketing 

or psychology). Some authors include 
Malcolm Gladwell, Paul Arden, Jonah 
Lehrer, and Marty Neuemeier. Also 
just scavenging around thrift stores 
for older books with unique, authentic 
designs tends to yield good inspirational 
results. 


Wes PORTFOLIOS. So far, my 
portfolio has only been presented 
online. I maintain a website that 
showcases what I feel is the work that 
best represents me. I also maintain a 
Behance site with the same projects. 
And then I have a Flickr, which I 
generally use to just throw up new 
work, whether it was a quick doodle, a 
serious piece, or even a preview of a 
new project I’m working on. With clients 
and prospective clients, I'll usually send 


them my portfolio website, and my Flickr. 


I only send those two, because I've 
heard stories about how some clients 
hate receiving PDFs, and an easily 
navigational website is often a better 
way to communicate your brand than a 
generic PDF. 
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Busy vs. non-Busy. If I'm busy and 
in the "zone," my workspace will be 
horribly chaotic with books, notes, 
pencils, pens, paintbrushes, drinking 
glasses, bowls, papers, etc. 


If I'm not working on anything, I 
prefer it to be clean. 


PREFER A MORE RELAXED 
ENVIRONMENT. I'll put on some music, or 
even have a movie/TV show playing in a 
corner of the computer monitor. Music 
I tend to enjoy is generally something 
atmospheric, like Animal Collective, Nice 
Nice, Brian Eno, Neu!, or even Igor 
Stravinsky. 


RESEARCH IS ONE OF THE MOST 
IMPORTANT ASPECTS OF THE DESIGN PROCESS. 

I believe that one should never stop 
researching during a project. In order 
for me to begin the research, my brain 
has to be working properly, so I'll have 
some coffee or tea, and put on a podcast 
which will help me to start thinking. Then 
I'll do some visual research, by either 
looking through my archive folder of 
saved images or looking on Ffffound or 
through my bookmarks to see if anything 
inspires me. I'll think of keywords and 
search through Wikipedia, on Flickr, or 
Google Images to see what comes up, 
and often find myself an many random 
tangents. I'll look through my selection 
of books, I'll write notes, etc. I try to 
immerse myself with a ton of related and 
unrelated imagery and information to 
how I perceive the project. 
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DOING LITTLE EXPERIMENTS WILL 
GREATLY INFORM YOUR WORK. There are 

two things that have stuck with me 
throughout my career as a designer. 
One is a quote by Paul Arden which 
states: "Experience is the opposite of 
creativity." Whenever I'm stuck on a 
project, I think of this and realize that 
anything is possible. You don't have to 
have a big name in design to be able 

to accomplish what you wish—you just 
have to do it, and you can do it however 
you wish. Intuition is an important asset 
to creativity, and you should value it. The 
other thing is something I came upon 
when researching for a project in my 
first year in design school. It was how 
Stefan Sagmeister sometimes generates 
ideas, and he has three processes 

that he recommends. One is a timed 
outcome, whatever you can generate in 
a few hours. Second is picking a random 
card from a deck of Brian Eno's Oblique 
Strategy card set. And third is picking 

a random word from a dictionary and 
starting from there. To me, it's not the 
process of these recommendations 

that are important, but it's the idea of 
doing something random to generate 

a random idea. I believe that exploring 
new experiences, techniques, cultures, 
mediums, and collaborations is a great 
way of bringing a fresh approach to 
your work. 
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Gavin Potenza 
Www.gavinpotenza.com 


A communicative 
designer living in 
Portland, Oregon, 

he enjoys thought- 
provoking design that 

is both unexpected and 
inspiring. He strives to 
do many things in his life. 
Currently freelances full- 
time and also participates 
in outside creative 
ventures such asa 


collaborative partnership 
known as Joug, where 
the two explore various 
activities such as art 
shows, publication 
design, and album 
package artwork. As 
well, he enjoys working 
on projects, and thinking 
about projects. On 
occasion, Gavin Potenza 
will author posts in 


different graphic design 
blogs. Latest projects 
include: Iam Mercedes— 
where he directed 
artistically and designed 
the look of the core 
navigation to a website 
that visualizes data from 
a survey of Mercedes 
drivers in the UK. 


Goodmorning Technology 
www.gmtn.dk 


Goodmorning Technology 
is a strategic design firm 
that enables companies 
to strengthen their brand 
and achieve business 
success through design, 
communication, and 
innovation. They create 
the worlds in which 

the clients' products, 
services, and identities 
exist, helping clients use 


design and innovation as 
a business parameter. 
Goodmorning Technology 
is of the conviction 

that design is the way 
for a strong product 
development and 
effective communication. 
By means of genuine love 
for design the company 
uses their "magenta 
power" to push 


innovation forward, to 
investigate and to dare, 
to get out of the box, 

and to do things others 
haven't done yet. This 
enables clients to achieve 
their strategic goals 
through a broad range of 
creative tools, each used 
to its best effect. Their 
motto: "Relax, it will be 
perfect!" 


Goodmorning Technology 
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THE IDEA IS KING. An idea is a 
result of something; if nothing is put 
into the equation nothing will come 
out. Get up, go out, surf the web, 
explore, photograph, absorb, listen to 
music, go to the theater, and check out 
art and all other kinds of visual stimuli. 
Great design for us is great ideas. 

The idea is key. It is easy to make good 
looking design, but without a great 
idea behind it the design won't stand 
out in the long run. Go into depth 

with the range of products you are 
working on, both your client and the 
competition, find that little detail that 
makes your product special and can 
eventually make your design the best. 


Doopte! Sketchbooks and 
notepads or the back of an envelope— 
paper is definitely a good place to 
start. It’s easy to go directly to the 
computer, but often it pays to sketch 
and doodle your way through your 
initial ideas. This way you can play and 
explore different options. At this stage 
it is about finding the right idea, not 
about creating pretty visuals. 


THINK Fonts. Handle with 

care; don’t use theme fonts, don’t use 
Brush Script, but don’t hate either, 
use Times if it works, use Helvetica 

or Akkurat, use Akzidenz (maybe the 
new one), use Avenir, Avenir Next, 

ITC Avant Garde, maybe even Futura, 
Klavika, Garamond, Didot, Utopia, 
Trade Gothic, News and Letter Gothic. 
Go bold, go thin, draw your own 
logotypes and maybe a whole font, but 
read and study hard. There are a lot of 
. rules—some are to be followed some 


Miemi 
1-4/0ec 2005 


are to be broken. Use simple colors, 
Or keep the type in black and white. 
Select the sizes carefully and make 
test prints, do not trust your screen. 
Try setting the font in higher points 
than you know would work, and lower. 
By seeing a completely wrong size it is 
easier to pinpoint the right one. Do not 
use fonts that are too similar, try to 
achieve contrast in your designs and 
have fun! 


TRY SOMETHING NEW. When 
choosing colors for your project, be 
conscious of the effect of the colors. 
Do I want a sleek looking design? 
Luxurious? Cheap? Fun? Serious? 
Do I want my design to scream or to 
whisper? Either way, use colors with 
care and take your time choosing 
them. Use new, odd colors and 
combine them in new ways to achieve 
a design that might take getting used 
to but stands out. In the end it just 
might result in a unique look for your 
client. 


USE GRIDS AND RULES WHEN 
DESIGNING. Grids are what you build 
design on. Unfortunately far too much 
design now is done without grids. That 
said, not everything has to be done 
with grids but exceptions should be 
deliberate. Look at design from fifty 
years ago, designers from those days 
knew what to align to the grid and 
when and how to break away from it. 
So use grids and keep on developing 
them for innovative and quality 
designs. i 


`~ 


Be yourseLF. Often you catch 
$ yourself being overly concerned with 
È what the client wants and expects 
from you and your work(place). If 
all is well, the client is there to meet 
you and your workplace at it is, so 
don't fuss over being overly perfect 
1 and overly dressed. If you dress ina 
| certain way it is probably a mirror of 
| your abilities as a designer, so keep it 
that way. And your clients will respect 
you and your work as a complete 
package. 


VEJVISER #1-08 | 


CHOOSE THE RIGHT CLIENTS. 

The ideal client is hard to find, and 
hard to envision. When looking for 
new clients it is often not the most 
interesting companies that are the 
most interesting clients. Often these 
have already found their way of 
communicating with design. The most 
" interesting clients are therefore the 
ones you can help and move onto the 
right path. They might need a bit of 
convincing but if they are open for 
change then this is where you can 
really make same giant steps towards 
a better product. 


PROMOTE YOUR PROJECT AS IF IT WAS THE BEST PROJECT EVER MADE. 


Never doubt your project; if you do, others will too. Use 
your website, blogs, books to promote your work. The 
Internet has not lost its power of impact. A video of the 
Widex box (one of our studio's best projects) in action was 
put on YouTube for fun and promotion. Quickly it spread 
across design blogs all over the world and YouTube chose 
the video as pick of the day. This resulted in more than 
60,000 views of the video (probably double this when all 
the blogs are counted). The promotion has also brought 
international clients to our studio that would never have 
found us otherwise. 


` the design was made but simply how it 
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] best platform for a unique design. 


Goodmorning Technology 


DON'T BE A SLAVE OF YOUR TOOLS. 
We love our digital tablets, pens are 
so much more natural than the normal 
mouse. It's about making designs that 
are not defined by your tools. So the 
consumers are not thinking of how 


looks and what it means to them! 


DON’T BE JUST A DESIGNER! Step 
out of the designing role once in a 
while: act as a consumer, act as an 
older person or someone younger. What 
could make this project outstanding? 
Ask around: ask your mother and her 
mother; ask your nerdy friend and your 
worst enemy! Ask yourself questions 
about the complete project: Should 

the product/service/company itself be 
changed somehow? Is the name right? 
Does it play up to the design, or are 
they fighting against each other? Could 
we come up with a campaign for the 
product instead of a new pack, is the 
tone of voice right? Challenging the 
overall project on all levels makes the 
entire project better and creates the 
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START RIGHT AWAY. While I 
am talking with the client for the 
first time I’m already thinking. But 
ideas often come while I am doing 
something else. 


Books ARE IMPORTANT. Eveny 
book can be recommended. It is 


good to be critic and to look at the 
mistakes and/or positive aspects of 
each one. 

CLEANER DESKTOPS. The work 
space should not contain too many 
things. 

STAGE PRESENCE. I prefer to 
be serious and friendly at the same 
time. They like each other. 

Keep it simple. 


Widen your horizons Most of the 


projects I have got up until now 

came from personal contacts who 

are curious about design in general. 
They can be very fixed on one idea. 
It’s interesting for me as sometimes I 
have to convince them to opt for other 
design solutions. 


Guillaume Mojon 


Stick TO GRIDS. Grids are nice 
and help us to structure our ideas. 
But don't abuse it! 


BE A REGULAR AT THE PRINT SHOP. 
I have the chance to work with a 
great and very small print workshop 
in Zurich: René Wüest, Printservice. 


BEE Fouov vous prosect. Following 
the project from A to Z is very 
important for me. What you see on 
your computer will never exactly look 
like the printed result. 


Promote YourseLr. I use the 
website sortby.org to show self- 
initiated work. Designers on sort by 
have the possibility to have their own 
page with a short biography and an 
address to be contacted by people 
who are interested in their work. 
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Guillaume Mojon 
www.sortby.org/person/GuillaumeMojon 


A Swiss designer who 
lives and works in 
Zurich. After working 
for various graphic 
design studios in Berlin 
and in Switzerland he 
completed a Master of 
Arts program at the 
Werkplaats Typografie 
in Arnhem, the 
Netherlands. His work 
is often self-initiated 
and focuses mainly on 
typography. Together 


with Francesca Grassi, 
he conceived sortby. 
org, a website/platform 
showing a selection 

of autonomous and 
self-initiated work by 
designers. One of his 
most featured projects 
was Biography of 
Lawrence Weiner, where 
Guillaume transferred 
statements of Lawrence 
Weiner into type 
installations. Using the 


spaces of his workshop 
to build everything with 
boxes, tape, spray, and 
other kinds of found 
material. In this way he 
represented the meaning 
of Weiner’s separate 
works. The spacial 
translations were then 
documented in a series 
of five photographs. 


Hansje van Halem 


www.hansje.net 


Hansje van Halem 
graduated as a 
graphic designer from 
the Gerrit Rietveld 
Academie, Amsterdam 
in 2003 and has 

been working as an 
independent graphic 
designer since. Besides 
designing books and 
invitations for several 
cultural institutes 

in the Netherlands, 


Hansje loves to draw 
type—which she 
sometimes incorporates 
in commissioned 
designs. The biggest 
exposure came in 2007 
when Hansje designed 
two postage stamps, 
which have been filling 
people's mailboxes for 
the past two years. She 
teaches for workshops 
in different art schools 


in the Netherlands as 
well as abroad. Her 
work forms part of the 
Stedelijk Museum and 
Van Abbemuseum's 
collections. Latest 
projects include an 
invitation for an exhibit 
at Hotel Mariakapel, 

a publication for an 
exhibition in the MMKA, 
Arnhem. 


Hansje van Halem 
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Find a base, something to 
hold on to. 


Work within the given 
boundaries. 


Don't repeat, just think. 
Create new boundaries. 


Interpret new boundaries. 
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Don't think, keep repeating. 
Take a look, fill the gaps. 
Take a look and judge. 

Don't mind errors, save them. 


Don't mind irregularities, 
save them. 


Easy but essential: find 
the problem. If there is no problem, 
there isn't going to be an answer. 
Draw out every possible problem 
given, and turn them all into creative 
solutions. I have this very bad habit 
of complaining about life in Korea. 


Deviate from the custom, but 
it should be acceptable at the same 
time. I ask myself, why do name cards 
have to have 8 pt letters, or why do 
the pictures in a book have to be 
separated from the text, etc. 


BEEZE] Chaos on the outside, yet 
organized on the inside. My place is 


very messy, but I’m a very organized 
person. Itis a fact that mess leads 
you to creativity. And I'm not only 
talking about it in the work place, but 
it may be applied to design itself. 


! BELT Have the very desire to 


document everything that happens in 
life. I write a personal journal, and 
I'm always carrying a camera. I even 
wrote: “I dreamt about something I 
can't remember.” Someday all of this 
might be very useful, who knows... 


Present yourself to the world, 
because they won't be coming to you. : 
But believe that you are the god, or the 

son or the daughter of a god, and you 

will always have good luck. 
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Don't ever feel the pressure 
that you have to create something 
new all the time. Whatever you do 
exists, or existed at some point in 
history, somewhere in this world. 
Relieved? But, at the same time, do 
wonder: "Is there really nothing left 
to say?" 


BELT This is the philosophy of 
my life. If you are given two options 
of doing it or not doing it, don't d í 
ever hesitate. I've learned in my life E EU M. 
experience that doing it is always 
best. Haven't thought about it in 
design though... 


A design is nothing without 
your thought, or philosophy. The just- 
look-good designs get a hundred, 

a thousand, a million, a trillion 

times better with a bit of your idea, 
yourself. 


HEED) All of these thousand tips 
are useless unless you drink, smoke, 
dance, make love, and have fun. Enjoy 
everyone! 


50% is luck, 30% is skill, and 20% is 
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Heesun Seo 
WWW.hxx.kr 


A young designer 
originally from Korea, 
Heesun studied at 
Kookmin University, South 
Korea. She was born in 
Seoul but she started 
globetrotting at an early 
age and lived in Costa 
Rica, Colombia, and 
Brazil. Allin all she has 
lived in thirteen different 
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places and studied in 
eight different schools 
and her multicultural life 
experience is evident in 
her work. Her interests 
lie in vintage, elegant, 
chaotic, and minimal 
design all at the same 
time. One of her most 
prominent projects is 
UIT design & law, in 


collaboration with Bora 
Kim. The booklet is 

about a very interesting 
combination of two 
different fields, design 
and law. While having a 
serious look and being 
very neatly organized, it's 
also enriched with design 
details in the margins, 
photos, and strokes. 


Hello 


www.01134.co.uk 


After being founded 

in 2001, the agency 
decided for a radical 
change of location to a 
farm in rural Somerset, 
wanting a relaxed and 
inspirational environment 
in which to work. As it 
shows in their work, 
they couldn't be happier. 
Hello designs because 
of love. Each new brief 


is a challenge and the 
opportunity gives them 
a way to explore new 


means of communicating. 


The agency strives 

to work with an open 
mind. Some of the best 
solutions can be found 
in the most unexpected 
of places, so it’s common 
practice not to stick 
rigidly to one house 


Hello 


style or process. The 
process is simple: make 
some coffee (or green 
tea), open the studio 
doors onto the sunny 
Somerset countryside, 
and chuck plenty of ideas 
about. Ethic is equally 
uncomplicated: meeting 
clients' needs and exceed 
their expectations. 
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independent 


no sleep 


Remain small. It allows 
you to retain your integrity and 
independence as a designer and 
not be dependent on your clients. 


Work with nice clients, sack 
nasty ones— nasty clients create 


stress, unhappy people, and sleepless 


nights. 


Love grids. 


Keep a blog of your work 
in progress and things you like. Also 


read other people's blogs regularly. 
They are more instant than design 
books as a resource, and as they are 
constantly updated — feeding your 
appetite for inspiration. 


web log 


“hero” 


Go to lectures. It’s easy 

to forget how truly inspiring these 
talks can be, and it’s also easy to 
forget why some of the greats are the 
greats. 


believe 


keming. 


Take on projects that are 
outside your comfort zone, and 
approach them with an open mind, 
the lack of experience will produce 
interesting results. 


Pay attention to detail— 
dashes, kerning, numbers, spacing, 


etc. Small, but hugely important. research 


BERI] Don't present stuff that you 
don't believe in—clients will inevitably 


pick it, and you will have to live a lie 
for the remainder of the project. 


Research (and not just 
in Google). 


MEG Love Helvetica. 


love.hate 


Hello 


127 


128 1,000 Ideas by 100 Graphic Designers 


| | 
FIN ME CU, AC AR 


= — 


| 361 Listen, o 
| | 362 ook, 
| | 363 think, 
|. 354 plan, 
| 3565 sort, 


NOW 


AND 


THEN 


128 


Henrik Nygren Design 


design. 


BIRKHAUSER 
ARCHITECTURE 
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RUNE 


ARCHITECTURE 
INNOVATIVE 


BUT NOT DISRUPTIVE 
/PAULA ANTONELLI 


| 366 | 
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PHOTOGRAPHY 
AKE E:SON LINDMAN 
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Henrik Nygren Design 


www.henriknygrendesign.se 


An accomplished 
Swedish designer, he 
has received dedicated 
exhibitions in Tokyo, 
Malmö, and Stockholm. 
Recipient of the 2007 
Platinum Egg and 
Berling Award. He has 
been well represented 
throughout the years at 
the Guldägget, Form, 
Svensk Bokkonst, and 
Art Directors Club of 


Europe awards. Henrik 
Nygren Design mainly 
works analyzing the 


client’s market potential, 


developing a strategy 
in accordance with 
this potential and the 
design and production 
of books, magazines, 
packaging, corporate 
identities, advertising 
campaigns, exhibitions. 
When necessary, and 


depending on the nature 
of the assignment, 

the company enlists a 
carefully selected group 
of brand strategists, 
copywriters, and 
printers. Clients choose 
the agency to obtain 

the greatest possible 
quality from given 
circumstances. 


Hey 


ww w.heystudio.es 


Tilman Solé and Verónica 
Fuerte form Hey, a multi- 
disciplinary design studio 
specializing in brand 
management, editorial 
design, packaging, 

and interactive media. 
Tilman specialized in 
industrial design at Toni 
Arola Studio and Rosa 
Lazaro. Verónica studied 
Graphic Gesign at 
Elisava, and went on to 


specialize in typography 
at Eina, Escola d'Art i 
Disseny. They share the 
conviction that good 
design means combining 
content, functionality, 
graphic expression, and 
strategy. Both know that 
ideas are important, 

but the transition to 
reality is key. Design is 
all about transforming 
good ideas into 


successful and adequate 
graphic solutions for 
each project. They 

are passionate about 
their job in every 

detail. Clients include: 
Generalitat de Catalunya, 
Intermón Oxfam, 
Edicions 62, Emptries, 
W, Trivial Music, Summa, 
and Barlesa. 


Henrik Nygren Design 
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ad N24 


invents itself. Be aware of the past in 
contemporary design. 


Iveas. Getting good ideas is 
the foundation for any project. 


IDEAS SHOULD BE EASY TO UNDER- 
STAND. Less is more. Try to compress 
an idea to the maximum. 


Curent RELATIONS. Have a posi- 
tive attitude, a custom way of think- 

`- ing design. Fresh and friendly client 

| service. 


Proouction. Always think 
about color combinations when de- 
signing identities. 
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to experiment with design. 


Promotion. Promoting oneself 
is very important and it goes more 
digital everyday. It seems that today’s 
alternative communication is paper. It 
transmits things that are impossible 
to convey through a screen. 


TvPocRAPHY. We don't have a 
favorite font, trying out what works 

best in the correct context, and cus- 
tomizing fonts is important. 


Be uppateo. Be informed 

on everything that's going on in the 
world, not only in graphic design. Cin- 
ema, architecture, photography, and 
more. 
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source of inspiration. 
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A pen and bits of paper 

| combined with printouts, first drafts 

on computer, etc. make a good mix for 
thinking and discussing first ideas. 


Be aware of things lying 
2 around you, and mix them in a 


spontaneous manner. 


Everything can be type, and 
don't forget to eat... 


Always try to make real 
dummies or mock-ups to get a clear 


idea of what you'll get. 


Always make snapshots of 
your screen, before you lose control. 
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BELT Listen to some really nice 
music that’ll keep you going. For 


example: www.stadtfilter.ch. 


Spend your holidays with 
good friends, take an inspiring 


project idea to be developed with 


seiyonre/oe Pubjketion "ES [ TEN : š 
KOP a —-— "ES you, and start thinking while doing 


something else. 


Create a cool website and 
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Hi 


Hi 


www.hi-web.ch 


Megi Zumstein and 
Claudio Barandun 
founded Hi in January 
2007. Megi studied Visual 
Communication at the 
Zürcher Hochschule 
der Künste (Zurich 
School of Art and 
Design). Her diploma 
work Visualization of 
Language has been 
awarded with different 


prizes and has been 
featured in exhibitions in 
Zurich, Sarnen, Paris, 
Tehran, and Ingolstadt. 
She teaches Graphic 
Design at the Hochschule 
Luzerne, where Claudio 
Barandun got his degree 
in Design. Their clients 
include Universities of 
Applied Sciences of 
central Switzerland 


and different small 
private companies. Some 
of Claudio's posters 

have been awarded at 
100 Best Posters in 
Germany, Austria, and 
Switzerland, the ADC 
Prize Switzerland and 
the Poster Biennial in 
Tehran. He is co-editor of 
the magazine Strapazin 
(www.strapazin.ch). 


Hype Type Studio 


www.hypetype.co.uk 


Formed in 1999 

by Paul Hutchison, 
Hype Type Studio is 
a multi-disciplinary 
graphic design and 
communications 
agency with over 
ten years experience 
working closely with 
local, national, and 
international clients. 
The firm has built a 


reputation for producing 
relevant, memorable, 
and effective creative 
solutions. Although 
already well established, 
Hype Type Studio 

has decided to avoid 
specialization and 

keeps a wide range 

of clients, so they can 
keep creating a wide 
range of projects. Their 


Hype Type Studio 


extensive array ranges 
from sleek editorial and 
packaging designs for 
corporate clients to 
global identity and logo 
creation. Nevertheless, 
the smaller more 
independent projects 
retain the same cutting- 
edge style and quality 
whether t-shirt design, 
illustration, or websites. 


137 


138 1,000 Ideas by 100 Graphic Designers 


BECIE Use grids. Break grids. 


MEERA Special applications, print 
techniques, and carefully chosen 
stock will help to give your print work 
a lift. 


BEEE] Spend time developing your 
own promotional materials—they're 


important. 


BELT Invest in a good chair, you 
are going to be in it a lot! 


Choose your suppliers 
carefully. Outstanding quality and 
Service is essential. 


Give your consultancy 
and encourage feedback. Work in 
collaboration with your clients. 


Present your concepts well. 
Back up your ideas by discussing your 
thought process. Explain why your 
chosen direction works. 


When starting a project, 
draft your ideas using a method you 


are most comfortable with — sketch, 
digital, etc. 


Enjoy what you do. 
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|. 400 
Don't let your clients' 
budget restrict your 
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DESIGNER TYPEFACES ARE OFTEN 
POINTLESS, WHY NOT GIVE IT A PURPOSE? 
Or base it off of something? I once 
saw someone design a font around 
| neat handwriting. This personal í = T 
touch justified it. Whatever itis, your E R ~ 


pe 3 = — S 


«ongit&cetera 


M 


typeface should have a reason to exist. 


THINK OF PLACE. Where will it ^ = 
be used? Think long and hard about 
the font’s purpose and where it will 
be applied. Is it a header font or is 

it for body text? If itis for both then 


you may need to think about different 
weights. 


DESIGN A FONT. IT'S HARD BUT WORTH IT. 
Creating a font takes a lot of time 

and effort, not because it is hard to 
use typeface software, but because 
of the amount of tweaking involved. 
Anyone with an experience of working 
in illustrator can produce a typeface, 
and it's an impressive thing to include 
in your portfolio. 


Look AT EXAMPLES. Take notes 
on what makes a typeface work, or 9^ 
what gives it a specific tone. Also 
make sure that what you're aiming 
for has not been done a million 4 
times over. There is nothing wrong 
with wanting to put your own stamp 
alongside others, but you may find 
it difficult to best them. Also you'll 


S . = — — — € ER = 
get more recognition for something a = = = ES [i um 
. = —— — — E 
— — — — — ë 
REMEMBER, UNIQUE AND OBSCURE W — Ni m m m m mmm 
em mm m m mms m om 
ARE VERY DIFFERENT THINGS. Try and base E EEEE ——-———X—x m  A—X—xX um AX 
tei : : s m = m m umm m 
it either oft or something meaningful -E— - ae 
to you or give it a purpose in the real 
ices E m 
world. Designing a typeface out of = 
nothing but semi-circles is falling - 
back into pointless territory. e od 


z66 eRtrance/ 
welcome/info 
research facili 
playoréund/ar 
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a v 
poor = 
BED Ween workine on A FONT, SAVE 
A NEW FILE EVERYDAY AND NAME IT BY DATE. 
It is nice to show the development of 
one project in your portfolio—make ) 
that project your typeface. Seeing the , 
evolution of your font's characters 


communicates itself and displays the 
effort that you have put in. 


MAKE SURE THAT YOU DISPLAY 

YOUR FONT AS IT IS INTENDED TO BE USED. 
Only laying out the characters may 
look pretty, but it says nothing for 

the font's spacing or whether it is 

successful in its application. 


ExPaND. If your font has been 
designed with a specific application in 
mind, now think about expanding on 
this. Within reason could it break into 
any other mediums? How would it look 
on staff t-shirts for example? 


di. cdefghi 
iki@aépar 
STyYWRyZ 


RESTRAIN YouRSELF. List all of 
your ideas on how the font can be 
used and then pick one or two great 
examples. Do not pick more than this 
for the sake of adding easy work to 
your portfolio. There is a fine line 
between having an ambitious project 
and milking the same idea. People will 
notice when you are milking it and 
will grow tired of it very quickly. 


vi A inopqr 
SUBMIT YOUR WORK TO DESIGN 
BLOGS. They are a great way to get f y 
publicity and to make your font known. $ UVWX Z 
While it's a given that any design 

work can be submitted to a blog, I 

think fonts are much better received 


because all designers need them. 
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Jamie Gregory 
www.thisdesignismine.co.uk 


Jamie Gregory is a 
London-based graphic 
designer currently 
carrying out freelance 
work. He studied BA 
(Honors) Graphic Design 
at Central Saint Martins 
College of Art and 
Design and graduated 
with an upper second- 
class degree (2.1). His 
talent for design started 


to emerge during his 
second year studies 
when he was awarded 
a D&AD commendation 
for his entry to the 
global student awards. 
Jamie works in print- 
based design including 
books, editorial, posters, 
stationery, corporate 
identity, signage, and 
typeface design, and 


has a love for design 
that serves a specific 
purpose. One of his 
latest projects is the 
Zoological typeface—an 
expansion of the typeface 
VAG Rounded developed 
specifically for zoo 
signage. The project also 
included design of maps 
and staff uniforms. 


Janine Rewell 
www.janinerewell.com 


A freelance graphic 
designer and illustrator 
from Helsinki. Her 
awarded work 

has appeared in 
advertisements, product 
packaging, book covers, 
magazines, and posters. 
Janine’s computer-based 
vector style combines 
basic geometrical forms 
with small decorative 


elements. The style 

is often described 

as absurd yet naive, 
with a modern Slavic 
touch. Janine has 
studied Graphic 
Design and Illustration 
at Taideteollinen 
korkeakoulu (University 
of Art and Design 
Helsinki) and Rhode 
Island School of 


Design (RISD, 2008). 
As an illustrator she 

is represented by the 
Finnish illustration 
agency Agent Pekka. 
She was recently 
awarded with silver in 
the illustration category, 
Best of The Year 2008 
(Kuva ja Kuvitus, Vuoden 
Huiput) Grafia, Finland. 


Janine Rewell 
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PLAY FRIENDS. Avoid the 
designer-against-client setting. 
Always sit on the same side of the 
table with the client in a meeting. 


Color comeos. I saw a girl 
wearing these colors. Now I can't get 
them out of my head. 


LIBRARY OF INSPIRATION. Create 
a library on your computer with 
subfolders for different categories 
like "type," "posters," etc. Follow 
design blogs daily. Every time you see 
something cool take a screenshot and 
save it in the library. When you face a 
problem, browse through these files 
to get inspired. This is much faster 
than bookmarks. 


D 


CLIENTS AND CLOTHES. When 

you go to a business meeting, wear 
your best underwear. Self-confidence 
comes from beneath. 


SkercHBooks. I wasn't 
accustomed to sketch. Nowadays I A 
can't manage without it. Sketches 2 
are especially handy when it comes to [| 
long projects during which you tend ` 
to forget where it all started from. (7 


rf DuA QUN 


DeapLiNES. I organize my 
working schedules with post-it notes. 
Different colors for different tasks. I 


have the notes above my desk so that 
I can't simply miss them. 
Hasits. I have a weakness 


for die cuts. I don't know why. What's 
yours? 


THINKING sPor. Try not to stare 

at your screen 24/7. Usually my best 

ideas come when I move my eyes from 

virtual windows to real ones. 

Wessite. Your website is what SHORTCUTS. BY LEARNING ALL THE SHORTCUTS 
you are. Don’t leave your portfolio in 
the middle of a messy code. 
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Mino MAPS. When I start coming up with 
ideas I take time creating mind maps, putting 
into words and diagrams what's going on in 

my brain. The messier the map, the clearer my 
thoughts after. 


BEEE Music. When I need to concentrate and 
stay focused, I listen to instrumental music with 
repetitive themes. I'll listen to those tracks or 
entire albums over and over again while I work. 
This helps me focus and sets me in a time that is 
continuous, that seems to pause, slow down, and 
last forever. It shuts me out of the world around 
me and sits me comfortably in a space that's 
mine. 


BERE] Times New Roman. It's one of my favorite 
fonts. It's a font you can find everywhere. 
Everyone has it. It works on the Internet. No 
problem converting it. It's a classic font you can do 
a lot with. While it may feel very standard to many, 
itis not to me when used in new curious ways. 


Parer. Choosing the right paper for 
your project is important. Order samples. Verify 
how your artwork prints: how do the colors 
work on it? Will the colors lose brightness? Will 
the black streak? Will the text bleed? Will it show 
on the other side? Also make sure the weight of 
the paper is right: does it give you the lightness 
intended? or the thickness desired? Once you 
finally have made your mind up, don’t forget to 
pay attention to the direction of the grain when 
you order it! 


BEL] 105:5. When I begin searching for 
ideas around a theme, I use Google Images, 
dictionaries, books, manuals, flyers, posters, 
friends, movies, and signage as inspiration. I’m 
on constant look-out for ideas. 


p 


BEI Desicnine ts ue investiaatine. When I 
first start a project and learn about the theme, 
I read a lot, try to understand what I am 
working on, what the content is about. And with 
what I have learnt, I use as much as I can in 
my graphic solutions. This way my design is as 
closely linked to my content, in as many fresh 
new ways as possible. 


SreLLING. There is an add-on tool 
named Pro Lexis used with InDesign. It enables 
you to correct your spelling, grammar and 
typographic spaces, punctuation, and more. It 
helps you make something as close to perfection 
as possible. Spelling and punctuation mistakes 
look terrible in books. Just why it isn't included 
with InDesign is yet a mystery to me. 


BEI Restrict vourseLr with Limitations. Base 
the choice of your limitations on rational and 
meaningful decisions. You could go black and 

| white for cost reasons, you could use only a 
certain type size for legibility reasons if you are 


3 making a book for the nearly blind, for example. 


BEL Paint. Throughout your project, print, 
print, print. Check what you're doing by printing 
bits of your work as you go. Some things look 
good on screen but not necessarily on paper. 


Jessica Scheurer 


430 
(VV oN] Mm interested and 


inspired by all tools that people 


who aren't familiar with graphic 


Try to design using Word, 
Photobooth, and Acrobat Reader. 
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Jessica Scheurer 
www.kaysl.ch 


Jessica Scheurer was 
born in Miami in 1985, 
but grew up happily by 
the lake in the beautiful 
land of clockworks and 
chocolates (Switzerland). 
Having always loved 
paper and pens, she 
readily studied at ECAL 
(Ecole Cantonale d'Art 
de Lausanne). In summer 


of 2008 she graduated 
with a Bachelor degree 
in Graphic Design and 
left the school with a 

bit of extra baggage: 

her oversized laptop. 
During the course of her 
studies she zealously 
continued to travel as 
much as in her childhood, 
practicing her Spanish 


and German. Her latest 
projects include: Hai 

(a typography based on 
hand-brush painting), 
Death talks (a diploma 
project around death 
featuring 3 interviews, 
2 scientific texts, and 11 
tables), and new year 
invitation cards 

for Praline studio. 


Jihad Lahham 


www.jihadlahham.com 


After a happy childhood 
playing in the streets 
of Damascus, Jihad 
grew up observing and 
absorbing thousands of 
years of accumulated 
culture. His infatuation 
with art began when 

he watched his father 
copying masterpieces 
by Van Gogh, Claude 
Monet, Pierre-Auguste 
Renoir, and Alfred Sisley. 


At the age of eleven his 
art school submitted 
one of his pieces fora 
competition, and to his 
surprise he was picked 
as one of the top 200 
young artists in the 
world. His interests in 
visual communication 
developed going through 


freshman year in college. 


Jihad has won several 
competitions and honors 


including the Trustee 
Scholarship and the 
Rockport International 
Industrial Design student 
competition for two 
consecutive years. His 
work experience includes 
companies in Syria, 
Dubai, Saudi Arabia, 

and the US including 
J.A.M.P.tv, Yellow Hits, 
and EA games. 


Jihad 


Lahham 
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. age people tend not to read as much as they Z E My | 
used too. Designers have to make reading Gage I 97 


LET THE BEAUTY OF THE TYPEFACE SHOW. 

Don't kill it with too many treatments. Good 

typefaces have been immaculately developed Á 
and designed to look good on their own on a 

white page, so some minimal treatment might X. 

not be a bad idea, but that has to really be 


minimal, otherwise it would compromise the ve ZZ c. 


integrity of the typeface. Keep in mind every apr. 


case has an exception, but stay faithful to the 49 A 


spirit of the text. ? 


T ^ 
Snow, DON'T TELL. In this technological *7- gg 


a much more pleasurable experience by * 

providing as many visuals as possible. I m . o 
would take that a step further by replacing > 2 rv 
textual context with visuals as long as SZ cz * 

it doesn't compromise the clarity of the I, GZ 


information. 


CONTRAST AND RHYTHM CREATE INTEREST. 


Contrast dark with bright, loud with quiet, 7227. 


fast with slow, complex with simple, etc. The P 
rhythm of the contrast is very important. It A ce m v 42 1 
constitutes the order in which the design 4? L^ 

elements create visual play without creating Mo 

anxiety for the viewer. 


LET THE RESEARCH LEAD YOUR CREATIVITY, S lg ^ 
AND DON'T LET YOUR CREATIVITY LEAD YOUR RESEARCH. T iá e y d Z 
The worst mistake designers make is to 

f lat ived id — = 
ormulate preconceive j eas as soon as JE =z € FS “KS 
they read the brief. These limit design to m 

the predictable. Inspiration comes from a or) d ad A 
everywhere, and that's why it's highly "mI = VFR hn FLAKES 
recommendable to research first and to r r] k 
make this research as broad as possible. duum EN E A <= i 
Idea making starts after having researched se 


everything about the subject, product, and 
campaign. 
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READ, READ, READ. And by reading I 
don’t mean just design books, I mean any 
kind of reading. What comes out of our heads 
is nothing but a result of what we put in it. 
Reading enriches our imagination and makes 
our ideation process far more sophisticated. 


LISTEN TO MUSIC WHILE WORKING. Music 
is one of the greatest inspirations that 
designers use. Besides getting inspired, 
music reduces the sense of design’s heavy, 
$ slow pace. Consequently it allows us to stay 

į for a longer time working on a project. I 
prefer a slow beat when I’m working. It’s 
important to still be able to think as you 
work, loud music can get distracting. 


EXHAUST YOUR OPTIONS. We always 

tend to fall back on what we know, repeating 
ourselves over and over. The best work 
comes usually after throwing out the first ten 
attempts. Usually those are the ten solutions 
that you have experimented with in the 

past and they are safe. Reach beyond your 
comfort zone. 


DESIGNER'S BLOCK HAPPENS VERY OFTEN 
AND YOU SHOULDN'T LET IT STOP You. The best work 
comes after major blocks. The best way to 
deal with designer's block is to step away 

| from the computer and do something else. 

I personally think that reading helps a lot, 

I completely stop thinking about my project 
when I read. On the other hand every time 

I step away from my block and read, I find 
something in my reading that inspires me and 440 


solves my problem. God is in the details Details are 


what set the good designer apart 


“DON’T TRY TO BE ORIGINAL, JUST TRY from the incredible designer. Well- 

TO BE GOOD" (PauL Rano). As depressing as composed artwork will make a strong 
it sounds, everything has been done, so impression. The subtle details draw 
don't try to make it original, just try to make the viewer closer, maintaining viewer 
it good. If you happen to come up with curiosity Details are very much like 
something original as you're going through spices: you can't really taste them 
your process, it will all be added value. on their own when used in food, but 


once they're missing, the recipe loses 
its flavor. 
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EP Balance. Keeping centered is 
everything. At every stage of the design 
process ask yourself if the choices you 
made and make are in balance with the rest. 
A strong and winning design is the result 

of perfectly balanced ingredients, just like 
cooking. 


BEZE Sioro. Start with a 

story. What story do you want to tell, to 
what audience? The design is a logical 
consequence of this story, not the other way 
around. 


e y fng , f ish mene 
Ss y Dh f 
oe XU Lellun 
YE E We'd ES " BEZE] Inspiration. Seek it everywhere 
and always. One source is copying, a 
thousand sources is inspiration. Your 


search for inspiration needs to have insane 
proportions. 


Ipea. Share them—they are not 
yours anyway. An idea is a sum of parts, 
you're only the collector, the composer of 
these parts. 


BEZE Couasorate. One plus one is 

three, the outcome is bigger than the sum 
of the parts. By collaborating you will see 
new shades, new ways of thinking, new 
directions and together you will create new 
destinations. 
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VrsiBiLrv. The web has endless 
possibilities to promote your work, share 
your thoughts and create a world you want 
to work and live in. 


Retevant. Make it relevant. To make 
a bottle black to give it a premium feel is 
easy, but it will not work when the story 
behind it is missing. Always ask yourself and 
your client: “Why?” 


Love. Do the things you love or 
create love for the things you do. Don't 
accept jobs where you will not learn 
something you can use to reach your goals. 
It's better to do the worst job in the best 
place, than the best job in the worst place. 


BEZEI] Ceveerate. Celebrate the things 

you do, see it as a gift and be curious with 
all your senses to what may come. And be 
thankful to your network, they have brought 
you there. The future is yours! 


RES 
Write down your goals—what do 
ou want to achieve in one year, in 


ive and in ten years. You can’t reach 


your destination without a proper 


direction plan. 


Joachim Baan 


Joachim Baan 
www.anothercompany.org 


Joachim Baan is a 
graphic designer 

and photographer 
working under the 
name Anothercompany 
operating in art, fashion, 
and communication. In 
his own words: "For me, 
positivity and a never 
ending hunger for the 
aesthetic are the main 
ingredients of my work 


and life; get inspired 
and inspire people to 
stay hungry, to take that 
extra step forward and 
explore new realms." 
His expertise spans 
many fields, as shown in 
his projects: an iden- 
tity for Paris-based 
fashion photographer 
Tom Watson; the interior 
photography of the 


card-box office of the 
Amsterdam-based 
advertising company 
Nothing; the identity, 
branding, and interior 
concept for Tenue de 
Nimes, a denim-inspired 
boutique and label 

at the Elandsgracht, 
Amsterdam; and project 
photography for Nike. 


K.J. Kim 


www.kjkimdesign.com 


A Chicago-based graphic 
designer, K.J. Kim studied 
Visual Design in Seoul 

as an undergraduate 
and later focused on 
information graphics 

and environment- 
communication design 
for her master's at SAIC. 
Her thesis investigated 
graphical representation 
of the translation of 


languages, both verbal 
and non-verbal. Also 
interested in the more 
conceptual side of 
graphic design, she 
has been featured in 
several exhibitions and 
has worked on various 
visual commutation 
areas. Under her belt 
is experience in the 
print department at 


VSA Partners, at The 
Chicago History Museum 
in the exhibition design 
department, and at 
Perkins and Will in the 
Branded Environment. 
Her latest projects 
include brochure design 
for the SAIC and the 
Day/Night typeface 
design. 


K.J. Kim 
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: 


Colors are always great 
whatever they are. Only combination | 


matters. 


Ilove clips! They organize 
my work really well. 


Use all different kinds of 
pens. Using a different pen is like 
wearing different clothes everyday. 


Visit art supplies stores 
once a while; they have all the colors/ 


ideas/textures of the world. 


GROW A PLANT! 


«a 


« Tmonaoan 


w UMMAH MA. 


Collect ideas in a secret red 
envelope: they usually come out when 
you don't need them. So write them 
down and save them for later. 


Try to talk to someone who 
isn't a graphic designer. 


Always sketch: my right 
hand knows my ideas the best. 


Try to do something totally 
different; sports, writing stories, etc. 


BEL Open the window. Inhale. 
Exhale. 
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COLOR Is Your FRIEND! But 
make sure your colors complement 
each other—bad use of color can ruin 
your design or illustration. 


BEE Don’t cet your clients suck 


THE LIFE OUT OF YOU AND YOUR PROJECTS. 
Always listen to your instincts—if 
you have a bad feeling about a client, 
you may need to walk away. 


à N 
A 

V» SOCIAL MIXER 
Be socia. Attending social 
events and networking can help you 


meet new people and bring in new 
clients. 


BEIM Never stop vearnina. If you 
i think you already know everything, 
B you're wrong. 


| ETE Hor on tHe sout TRAIN. 


Listening to music while you work can 
w help get you in the creative zone. 


BET Be eassionate asout your 


CAREER AND STRIVE TO GET BETTER. If you 
don't have passion for design, you're 
probably in the wrong profession. 


WHEN ALL ELSE FAILS, 


use BIG type. 


DON'T WASTE THE DAY AWAY. 
Be efficient with your time and 
schedule small goals you want to 
accomplish throughout the day. 


BEEJ Stow your Funny SIDE THROUGH 
YOUR work. People react to humor! 


BE INSPIRED BY THINGS FROM YOUR PAST. Anything 


that reminds me of my childhood is a huge 
source of inspiration to me. 
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Karen Kurycki 
www.cmykaren.com 


Based in Jacksonville, 
Florida, Karen Kurycki 
is an art director/ 
illustrator. Design is her 
passion and she loves 
to combine illustration 
with design in her 
commercial work. She 
has been experimenting 
with watercolor since 
her days at Kent State 


University, embracing 
its unpredictability and 
the surprises that can 
come out of using it. She 
admits that in her view 
of the world she usually 
sees the humorous, 

the quirky, the slightly 
off “normal.” Karen is 
an active member of 
AIGA, the professional 


association for design, 
and in her spare time 
enjoys collecting random 
80s paraphernalia 

and singing karaoke. 
Her latest projects 
include the AIGA Design 
Connection poster, N.S. 
Print campaign posters, 
and posters for the band 
The Helio Sequence. 


Kind Company 


www.kindcompany.com 


A two person, 
independent web and 
print design office in 
Brooklyn, New York. 
Since 2004, partners 
Patricia Belen and 

Greg D'Onofrio have 
been using design as 

a tool to help small to 
medium sized businesses 
communicate their ideas, 
products, and services. 
From art galleries to 


non-profit associations, 
restaurants to retailers 
or entrepreneurs to 
online companies; good 
design is simple, smart, 
and usable—a balance of 
function and aesthetics. 
Through design, they 
establish the client’s 
communication of their 
messages in an honest 
and meaningful way. 
Some of their latest 


projects are: Glenn 
Horowitz bookseller and 
art gallery (a website to 
communicate a growing 
number of contemporary 
exhibits), and Sauce 
restaurant (a visual 
identity to communicate 
a contemporary twist 
on the classic Italian 
restaurant). 


Kind Company 
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Neue Grafik 
162 1,000 Ideas by 100 Graphic Designers New Graphic Design 
Graphisme actuel 


o Discover graphic design 
pioneers and the context of their 
contributions. 


Keep things orderly and 
pu oorr ER sensible—design with a grid. 

er kommtjeden Samstag vorbei. 

Become intimate with a 


typeface. 


Organize, clarify, and make 
information accessible. 


Function first. 
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LE as 


8/9 


Design with objectivity, 
purpose, and relevance. 


Use graphic design as a 
communication tool to solve problems, 
deliver solutions. 


Maintain clarity and precision 
while being playful and stylistic. 


Live to work. Believe in good 


systems xz | "i — GOOD 
manual o us 


‘Ory SIMPLE IS DIFFICULT. 
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LESS 
ANSWERS 
N 


MORE 


QUESTIONS 


EEEF Less Answers 
Less E-mail 
Less Ego 

Less Wrapping 
BREEN Less Medium 


ore Dialogue 
ore Team 


More Content 


ore Message 


ore Questions 


LESS 
E-MAIL 

\ 

MORE 
DIALOGUE 


LESS 
LESS MEDIUM 
WRAPPING \ 
\ MORE 
MORE MESSAGE 


CONTENT 
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LESS 


COPY CAT 
LESS \ 


READYMADE 
\ 

MORE 
HANDMADE 


LESS 
ETERNITY 


MORE \ 


LAZY DOG 


MORE 
DEADLINE 


LESS 
HEAVEN 


A s Less Readymade ore Handmade 


LESS 
MODERNISM 
\ 

MORE 
FUTURE 


MO RE Less Copy cat ore Lazy dog 
VO Ti D Less Eternity ore Deadline 


Less Modernism ore Future 


BEET Less Heaven ore Void 
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Lesley Moore 


Lesley Moore 
www.lesley-moore.nl 


Lesley Moore is an 
Amsterdam-based 
graphic design agency, 
founded in May 2004 
by Karin van den 
Brandt (Blerick, the 
Netherlands) and 

Alex Clay (Lørenskog, 
Norway). Both studied 
at the Arnhem Academy 
of the Arts (the 
Netherlands). Current 
clients include: BIS 


publishers, Centraal 
Museum Utrecht, 
Wilfried Lentz, Mark 
Magazine, MTV, De 
Volkskrant (Gorilla, 

in collaboration with 
Herman van Bostelen 
and De Designpolitie) 
and Warmoesmarkt. 
Lesley Moore have a 
curious way of defining 
their identity: the LM 
Logo Machine project. 


The future Lesley Moore 
identity is created by... 
anyone. Friends, family, 
colleagues, clients or 
strangers are asked to 
create a logo and thus 
make a contribution to 
Lesley Moore's ever 
changing corporate 
identity. The logos are 
stored in an apposite 
logo bank and used for 
each new project. 


Librito 


www.librito.de 


Florian Zietz is the 
mind behind Librito, a 
small design company 
with multiple years of 
experience located in 
Hamburg. The company 
specializes in logos, 
corporate identity, 
packaging, brochures, 
books, calligraphy, 
typography, and (lately) 
type design. Librito 


combines strategy and 
creativity to develop 
successful and effective 
solutions for their 
clients. The illustrative 
multilayer font FF 
Headz, published by 
FontFont.com received a 
Certificate of Excellence 
in Type Design from the 
Type Directors Club 

in New York in 2006. 


Some of their projects 
include: e-books for 
iPod Touch and iPhone, 
a final year balance 

for Energiekontor AG, 
identity design for 
Kinderhaus Stenvort, 
and Naturheil-praxis, 
Zansibar and Segmenta 
font design. 


Librito 
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CALCULATE YOUR TIME. When 
calculating a job, keep in mind, that 
there's more than the design work: 
phone calls, meetings, organization, 
and writing the bill. And don't start to 
work until you've fixed a fee with your 


Bilanz des Konzerns (IFRS) 
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LEARN TO THINK IN ALTERNATIVES. 
There's always more than one way to 
solve a problem. Instead of sticking 
to the very first idea and refining that 
approach, come up with two or three 
alternative solutions. 


BEER Common pay tnsptration. 


Make notes of interesting visual 
structures or ideas—e.g. with pen 
and sketchbook, your mobile phone 
camera, or something else. It's a 
great source of inspiration. 


BEEJ Cottect thes. I have a box 
with things I found at the beach, at 
ASE the flea market, and anywhere else. 
® This box is like a playground and 
-— helps me to come up with ideas. It's 
also great to make nice collages. 

Get inspirations from other 
areas of daily life, like children's 
games, music, literature, street art. 
For example, use the structure of 

; a children's pop-up or a surrealist 
game to develop a typeface. 


Ir NOTHING WORKS OUT, PLAY 
sports. It's good for your health and 
helps to relax. Some of my best ideas 
came while I was jogging. 


MEE] Always back up your files. 


Invest time in ideas. They 
keep graphic design alive and dancing 
on its toes. 


METH If an idea or direction isn't 
at once evident, recognize when to 
stop forcing it. Ideas can't be pushed. 
Trust the process. You'll very rarely 
fail to come up with the goods. 


BED] At the beginning surround 
yourself with visual inspiration and 


lovely new pencils. 


BED Learn how to edit where 
necessary. But don't tear out pages 
and try not to rub out. 


ES 


Gather. Believe in collecting things, 


even if the reason for keeping 


something isn't immediately clear. 
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MEE Create a system in your 
| collection. Find the way that works 
for you. 


Buy the most expensive—and 
simultaneously the smallest—camera | 
that you can afford. Carry it with you 
at all times and learn to overcome 

your modesty at photographing where | 
others are not. 


HEDGE Don't ever stop looking. If 
you can’t see anymore, change the 


scene. 


METEJ Go places and talk to people. 


When regarding your work, 
always ask yourself: “What am I 
trying to say?” 
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Lizzie Ridout 


Lizzie Ridout 
www.lizzieridout.com, www.artsparklets.co.uk 


UK-based designer 

Lizzie Ridout tends to 
avoid working in one 
particular discipline, 


believing instead that the 


form of any one outcome 
should be suggested 

by the theme or idea at 
its heart. The majority 
of her work stems from 
a desire to discover: a 
fact, a story, an object, 


an image, a ritual, a 
process, a history. These 
discoveries then inspire 
projects that borrow 
working methods from 
graphic design, fine 
art, and illustration. 
She graduated from 
the Royal College of Art 
in 2002 and has since 
been involved in various 
commissioned and self- 


initiated projects. Lizzie 
has exhibited nationally 
and internationally and 
is currently working 

on new folios for her 
publication Homeward 
Bound, whilst also 
lecturing at University 
College Falmouth and the 
University of Plymouth. 


Lowres 
ww w.lowres.nl 


Amsterdam-based Jop 
Quirindongo is the man 
behind Lowres, his 
trademark and digital 
alter ego. Originally 
educated in interactive 
media conceptualizing 
at the Hogeschool voor 
de Kunsten Utrecht and 
Portsmouth University, 
Jop developed himself 
as an all-around 
creative with a broad 


experience ranging 
from advertising art- 
direction, photography, 
inter-active graphic 
design, and music. His 
latest projects include: 
Blidfrukt Vit—concept 
and visualization for a 
Swedish wine brand, 
digital illustrations for 
Freemagenta.nl and De 
Volkskrant, identity and 
packaging design for 


Tremolo Recordings, 

a minisite for the 
introduction of the 
Nissan 350Z, identity 
and packaging design 
for Carnal Records, 
Polar State Records, 
and Phenom Records, 
and an honorary mention 
for a book cover design 
contest. 


Lowres 
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f a THINK BEFORE YOU START. 
~ A BUNCH OF TYPE FACES, COLORS / 

ARE NOTHING WITHOUT AN Why 
4 


* 


NÉ. E} 
Be nice to people. 


Breathe. Don't overestimate 
the power of design. Oxygen is much 
more important. 


Don't show your clients the 
proposals you're not fully happy with. 
They will like them. 


Do a lot of other 

creative stuff like making music or 
photography. Sooner or later it will 
all come together. 


Look around you. Design is 
in everything. 
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Do stuff your own way. It will 
/ always give you the best result. 


; ZA Don't always follow the rule 
When you're stuck on an idea 
on start all over again. 


Go. Think before you start. 


e- 


AZ 


Ff: 
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A bunch of typefaces, colors, and 
" shapes are nothing without an idea. 


" 


MEE Puta lot of time in your work 
and also in the way you’re presenting 
your work. 
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a concept that depends on current 
trends, while irony isn't. Graphic 
designers have the possibility to 
play with concepts through images 
and forms, even when they do itin a 
subtle way. It's that understated ludic 
element that sparks awe and interest 
in the viewer's eye. Most people are 
bored and look for emotions. 


Look ELSEWHERE. Being up- 
to-date with the state of the art of 
graphic design is important, but there 
is also a danger of homologation. 
Today's designers should be active 
in society as content creators. If the 
content you propose in your work is 
self-referential it will turn out to be 
redundant and sterile. Search for 
ideas in books, exhibits, in travels, 
folklore, under the ground and in the 
toolbox. While you’re at it turn off 
your computer, your head will work 
better. 


LOOK FOR A RATIONALE. Every 
| communication project starts with 
| a problem and ends with a valid 
| solution. This is why we need a 
rationale for every decision, it will 
not only help you motivate your 
line of reasoning but it will also 


lA 

C 
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help you to focus on the objectives. 
Back in university I once found 
myself completely unprepared for a 
scenography project. I improvised 

a terrible scenery with my shirt and 
other found objects. The professor’s 
only comment was: “If you are able 
to justify your choices in a serious, 
satisfying and coherent way, then it’s 
good.” A lesson to remember. 


TAKE HEED OF WHAT HAPPENS 
AROUND You. Reality that surrounds 
you is often more incredible than 
fantasy. Me and my business 

partner were trying to find a name 
for our newborn magazine. Lars, 

our German roommate at the time, 
had a poor grasp of Italian, buta 
capacity of inter-synthesis between 
the languages he spoke that made 
him the perfect candidate to study 

to come up with something original. 
And in fact, he gave us a great idea. 
Why not combine the English word 
“cool” with the Italian adjective suffix 
"-issimo?" The name was perfect; 

it was exotic enough, and balanced 
between the phonetic resemblances 
with the Italian slang word for “luck.” 


BEEE Perrection ooesn’t exist. 


Vincent de Rijk’s studio (www. 
vincentderijk.nl) makes beautifully 
detailed mock-ups for the biggest 
names of worldwide architecture. 
He's an advocate of aiming for 
perfection in design, but at the same 
time, he believes that imperfection 
breeds the most interesting 
particulars. 


MEE Newonanc ts IMPORTANT, 


AND SO IS RECOGNIZING ONE'S LIMITS. 
Surround yourself with people 

you like and of whom you respect 

the work and ideas. Your work 
environment is vital to your quality of 
life and consequently to the outcome 
and quality of your projects. Often an 
assignment will require the work of 
more than one professional figure. 
Don't be seduced by the malicious 
idea of “do-it-all-yourself;” it’s 
always better to divide more work 
between talented individuals. 


CREATE A REAL-LIFE WORKING 
MODEL AS A BENCHMARK. This will help you 
to avoid wasting time on fallacious 
solutions and to better the overall 
outcome of the project. 


DON’T DESIGN ANOTHER MONSTER. 
Your predecessors have already 
generated enough even for your 
descendants. 


WHEN IT'S NOT NECESSARY, turn 
off your computer and have fun. 
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: As a contract worker or 
i a freelancer you'll have to deal with 

| other people's ideas. All of them 

will try to steer the project towards 
their own visualization, and frankly, 
some people's visual taste is terrible. 
Diplomacy is key; sometimes it's useful 
to dribble the question, because 
stubbornness doesn't help. Try to get 
to know the person or people you 
have to work with, learn to negotiate, 
and earn their trust. While proposing 
a visual identity for the township of 
Ravenna, we encountered resistance 
from our client, suggesting that our 
proposal—two boxers facing each 
other— was too chauvinistic. We 
resolved the question noting that 

the township coat of arms was also 

a perfect graphical solution for the 
problem. In fact it represented two 
lions in the exact same posture as our 
boxers— with the exception that it was 
impossible for the client to reject! 
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Luca Bendandi 
www.brembo.tumblr.com 


Luca Bendandi was and roll. A strong and Mario Piazza in 
born in Romagna, land opposer of nuclear Milan. In between his 

of freaks, geniuses, energy, he adores European roaming he 
and crazy folk. He kept tomatoes and cooking. found the time to found 
a healthy balance up When he realized that two magazines alongside 
until university, when designers weren't fellow designer Gianluca 
he abandoned water prized (or paid) in his Achilli: Coolissimo and 
polo and started native provincial town quiNDI. He is now art 
dedicating himself he decided to discover director for Rutas del 
to all of social life's the world, working Mundo and Penthouse 
derivations. He loves with Estudi Mariscal Spain; the latter 

art, beauty (especially in Barcelona, Vincent assignment makes 

if feminine), and rock de Rijk in Rotterdam, all his friends happy. 


MacGregor Harp 


www.pnmnl.com 


A designer living and 
working in Brooklyn, New 
York. He primarily works 
in motion graphics, 
broadcast graphics, print 
design, and interactive/ 
experience design. 

Some of his projects 

are: W/ (opening show 
for a new gallery in 

New York), SuperVision 
(a silkscreened poster 
for The Builders 


Associations production 
of SuperVision at the 
REDCAT theater in Los 
Angeles), Earthquakes 
and Aftershocks (a 
collection of Calarts 
posters from 1986 

to 2004). His work 

is often spontaneous 
and makes use of 
simple, inexpensive 
elements. The De Koonig 
exchange—a poster, 


printed in an edition 

of twenty-four in black 
and white, was enriched 
with added color with 
simple stencils and spray 
paint. Celebrating the 
extemporaneousness 

of design, this project, 
designed during a trip 
to the Netherlands, was 
designed on a laptop in 
several bars over Easter 
weekend. 


MacGregor Harp 
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I've noticed graphic design 
is a LOT different when you're in 
school. Especially art school. 


It can be egotistical, but it 
really shouldn't be. 


It can be social...and seems 
like it used to be. 


I got snippy with an art 
director one time because I didn't like 


the colors she was using. I felt really 
silly later. 


Clients rarely seem to want 
to hear about typography. 


MacGregor Harp 181 


»| NUM | | 
I2e-5-Y | 
ull ll Se 


"4^ 


£ ir vvorkbook 

iX Gmonths of labor 

FE fundon vorkcom + 

E 

ER 

ga E " : : 

ea ems — BEH Websites are amazing. I 
UNE fa m = g 


don't know why everyone doesn't 
have at least two. 


Ilearned a lot about design 
when I learned how to design a 
typeface. Even though I've never 
finished one. 


I have gotten some of my 
best gigs over instant messenger. 


Everyone loves a laugh. 


I've never gotten 


anything from asking for 
it through voicemail. 


y, s, s 4 
y #7 sp ^* 


€" N 
U N 
`N A 
` A 


182 


Monay _ Research /* 
TVESDAN — Reseovcla* iv 
72K 


WEDNESDAY _ 


THURSDAY _ 
FRIDAY | 
SATURDAY . 


SUNDAY _ 


by socializing and doing things I enjoy, 
| such as dancing. It makes me unwind. 


; EZA Tivevines. In the first part 
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UsuALLY, RESEARCH. I start 

by doing research. Subsequently, 

I brainstorm and write down key 
words. In the beginning of a project 
T like to sit down by my desk and 

just think of various concepts 

and opportunities. At this stage, I 
generally think of the project 24/7, 
everywhere I go. It is surprising how 
much inspiration you can get by just 
walking around in a city and observing 
your surroundings. Vibrant cities 

are a great source of inspiration. 
Additionally, I get a lot of inspiration 


of the brief (including research and 
initial sketches), I find it a bit difficult 
to adhere to a strict timeline, as I 
believe that this is one of the most vital 
parts in the process, and its duration 
often varies. But if I were to divide 
the whole project into two parts, 
research/concept and execution, I 
would say that in average, I would 
spend about 80% on the research 

and creating a strong concept, and 
20% on the design. For me, the design 
comes almost naturally when I have 

a strong concept in place. I also keep 
a diary of my work and of how many 
hours I put into a project, in order to 
be able to effectively plan the next one. 


UNDERSTANDING. For me, 

it is important to get a clear 
understanding of what the client 
wants. Initially, I start conducting 
research through using books, the 
Internet, browsing stores, etc. 
Walking into the store where, for 
instance, the product is sold really 
helps create a better picture of how 
it looks in the actual environment. 
I like having substantial facts and 
background information about the 
client and the brief before starting 


| the design execution. 


a Kevwonps. I usually draft the 
>) first ideas by writing down keywords 


in a mixture of English and Swedish, 
similarly to a mind map. I find it 
useful, as it gives a clear picture 

of the various parts of the project 
and the different paths you can take. 
It’s then easy to decide what routes 
appear to be the strongest ones to 
present to the client. 


BEZE 10055. The most common 
tools I use are: pen/pencil, paper, 
rubber, knife, ruler, double sided 
tape, and my computer (Photoshop, 
Illustrator, and InDesign). 
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Nor NECESSARILY A MESS. I 
prefer order within a mess. I am 
not a big fan of having lots of things 
on my desk, but I like having things 
around me to draw inspiration from, 
such as posters and cut out papers 
on my walls. I like working in a light 
room with lots of space around me. 


FOLLOW A STRICT GRID SYSTEM. istam Able 


But I find it more exciting to break 
it (if I've got a good reason to do 
so). When designing I like to use 

a modular grid. It gives me better 
control over the layout. 


I WOULD LIKE TO RECOMMEND 
SustainAble, by Aaris Sherin. It is 
a handbook about environmentally 
conscious graphic design. The book 
features information about the latest 
materials and techniques needed to 
reach sustainable design solutions. 
SustainAble has been a great 
inspiration source for me, as I aim 
to work in the most environmentally 
friendly way possible. 


BEETE]E Care asout your eonreouro. I 


care a lot about the way my work is 
presented, as this in turn represents 
me as a designer. Essentially, it is 
about communicating who you are 
as a designer to people who aren't 
familiar with you or your work. For | 550] 
me, a poorly presented portfolio 
denotes a designer that does not 
value his/her own work. I like 
presenting my work in a simplistic 
manner, as I believe that the work 
should be in focus. The three 
keywords would be "less is more." 


BN I Have BEEN DOING GYMNASTICS 
and dancing my whole life. It really 
helps me calm down mentally, which 
improves my creativity as I’m doing 
something I love. Additionally, it gives 
me time to think of something other 
than design and completely forget 
about work. 


L 
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Malin Holmstróm 


Malin Holmstrom 
www.malinholmstrom.com 


A graphic designer who 
has mostly been working 
on identity, packaging, 
and print. Malin was 
born in a small town in 
Sweden, and later moved 
to Australia to study 
design. She received 
her Bachelor degree in 
Communication Design 
in December 2008. One 
could say that her style 
reflects her radical 


latitude shift-a traceable 
nordic sobriety afloats 

in a more playful use 

of color and concept, 
reflecting the warm 
lifestyle of the New South 
Wales coast. One of 
Malin's latest projects is 
Survey catalog, a booklet 
designed to enlighten 
people about household 
sustainable living. It also 
raises awareness of the 


need to minimize natural 
resource consumption. 
The catalog is bound 
with a rubber band, 100 
percent recyclable when 
removed, and it comes 
in a compostable bubble 
plastic wrap especially 
researched for the 
project. 


Margus Tamm 
www.tammtamm.net 


After studying 
Printmaking Arts and 
obtaining a MAin 
Interdisciplinary Arts, 
Margus is now a PhD 
fellow at the Eesti 
Kunstiakadeemia Tartu 
(Estonian Academy of 
Arts). His research 
topic is Interventionism 
(known also as tactical 
media or culture 
jamming or neo- 


situationism or artivism 
or post-activism). Along 
with graphic design he 
is also a performance/ 
installation artist and 

a university lecturer. 
His work experience 
encompasses 12 years 
as an art director in 
different advertising 
agencies Publicis, Young 
and Rubicam, DDB. 
Moreover, thanks to his 


doctoral project he has 
become increasingly 
interested in critical 
writing and curatorial 
practices-recently 
curating Artishok Annual 
Exhibition, presenting 
an overview of emerging 
younger generation 
Estonian art, arranged 
under the aegis of the 
art and criticism blog 
Artishok. 


Margus Tamm 
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BE THE CLIENT; MAKE THE PROJECT. I 
make designs for my own exhibitions, for 
events organized by my friends, for the 
parties I'm planning to visit. Most of the 
projects viewed on my homepage, are self- 
initiated projects. 


MEE Bc voveo. If you are involved 

in arranging the event and the design 

for it, those two can evolve as parallels, 
supporting and supplementing each 

other. If graphic design bounds with just 
illustrative functions, this can be considered 
as under-usage of design potential. 


BE TRUE TO GRAPHIC DESIGN. I don't 
see anything controversial in self-initiated 
projects. As I see it, graphic design is an 
independent semantic discipline with its own 
inner logic. And that means that there are 
also problems raised only by the discipline 
itself and questions to be answered only 
inside this discipline. Graphic design does 
not always have to present something else 
to be itself. 


| TRY TO DESIGN FOR DIFFERENT SETTINGS. 
After all, all is one. For example, when 

| working intensely with some art project, 

| itis usual that during this process I get 
also some design ideas as side effects. And 
vice versa, some ideas that were counted 
out during the design process may become 
useful in another art project. And it's 
equally as rewarding. But that doesn't mean 
that design is art. Design is design. There 
may not be a difference for myself 

but the end results go to different boxes. 


ExPAND YOUR BORDERS. I find 
multidisciplinarity quite interesting and 
inspiring and I'll never erase borders 
between different roles or different 
disciplines, because these can serve 
as very effective tools. 
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BEEJ DEsicn with Less. Because most 
of my projects are non-budgetary, the 
less expensive media is also the favorite 
one. Sometimes we're talking about the 
possibilities offered by copy-machine. On 
one hand it is a practical necessity, on the 
other creating from limited possibilities is 
also a conceptual choice: the playground is 
smaller, more basic and more complicated, 
but the end result will also be stronger, 
because it carries both aesthetical and 
practical arguments. That makes design 
look somehow inevitable. 


Communicate. Use Skype! 


BERI] = Ger starten easiy. With doodling 
and googling. 


BERE] Keer workina. It may take many 
miles of walking in your room before you 


get somewhere. Then you stop and start 
digging, until you finally find something. If 
it makes you feel happy then it is the right 
thing. Then you show it to your significant 
others. Then it’s ready. 


NEveR LOOK BACK. One day before the 
deadline, when everything is finished 
and just waiting to be published you 


you've made seems weak and pointless 
and you feel great tension to remake 


everything. Don't. 


Respectively: Radiohead/Francis Bacon/ 
José Saramago/David Lynch. 


MEIE As 4 vesianer vou suouto Rean. And 
not only design books: try White Noise by 
Don DeLillo. It’s a funny and interesting 
commentary on consumerism. 


BELEJ [cnore your surRouNnDINGS WHILE 
woRkKING. My workspace changes drastically 
from the beginning to the end of a project. 
I start with a clean, super-organized desk, 
but by the end it’s always littered with piles 
of printouts and used coffee cups. 


SMART, BUT SNEAKER-Y. I dress 
relatively casual for interviews and client 
meetings. I usually wear jeans anda 
button-up shirt. For more formal meetings, 
I'll wear dress shoes, but usually I wear 
sneakers. 
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Martin Dominguez 
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Grips ARE NECESSARY. Absolutely. 


: BELT Fonts. I despise Copperplate. It's 
so ugly and clunky, yet it’s impossible to goa 


day without seeing it on a restaurant menu 
or a storefront window. 


More THAN CMYK. I used nothing but 
CMYK, but lately I’ve been playing around 
with earth tones. Right now I’m working on 
a poster where I only use different shades 
of brown. 


MEJ Avto-aovertise. I've received a lot 
of publicity by submitting my portfolio to 
design blogs. It’s an easy (and free) way 
of getting your name out there. 


100% of the time. 


BEEJ Less ts more. I think design has the 
biggest impact when it can communicate its 
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Love letterpress. The tactile 


quality of pressed type. 
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Martin Dominguez 


Martin Dominguez 
www.dominguezdesign.net 


American designer 
Martin Dominguez is 
first and foremost a 
print designer, with a 
particular interest in 
editorial design. He 
received a degree in 
graphic design from 
the University of 
Delaware. His work is 
heavily influenced by 
mid-twentieth-century 


Swiss design. From 
his work it's evident 
how there are few 
things he likes better 
than how big and bold 
sans serifs look on a 
page. His love expands 
to grids, white space, 
and Helvetica Neue 85 
Heavy. Latest projects 
include: The Original 
War on Terror—a book 


detailing the horrors 
of the dictatorships 
that ruled the cone of 
South America during 
the 70s and 80s and 
the acclaimed Love 

Will Tear Us Apart—a 
poster charting each 
instrument on a second 
by second basis in the 
song by the seminal band 
Joy Division. 


Matteo Astolfi 


www.teoasto.it 


Born in the fabulous 70s, 
after a happy childhood 
in Santarcangelo di 
Romagna, he moved to 
the grey and ugly Milan 
to study Industrial 
Design at the Politecnico, 
giving up a probable 
career in professional 
baseball. After some 
funny-hard-crazy years 
full of negroni in the city 


of design, he received 
his degree and started 
working as a visual 
designer for Domus 
Academy, then for 
Leftloft and as teaching 
assistant. Meanwhile, 
Matteo kept interest 
alive with freelance and 
self-initiated projects. 
During these years 

he discovered the 


world of infographics 
for newspapers and 
magazines developing 
a healthy interest in 
this field. Nevertheless 
during all this time 
photography grew 
preponderant in his 
interests and made him 
relocate to Barcelona 
to move his first steps 
as a professional. 
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doesn't let the ideas fly away through 
your hair! Use it to catch all that passes 
through your mind. In less metaphorical 


oO AXIS 

MONT E ERNA = ey terms: don’t throw away anything and try 

EM — S MES to connect things even if they belong to 

3 SE] d. S N MN ZRN ; different fields. A cap helps to think, and 
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CES OH 
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SS Take A REST. Sometimes we need 

j to rest to let our brain reorganize all the 
material we put in the cap (see previous 
tip!). So, take a siesta, sleep half an hour, 
or if you can't do it take a walk on the beach 
or in an open space where your eyes can 
follow the line of horizon. You'll see how it's 
healthy and productive in the long run. 


Turn rr orr! Never start a project in 
front of a computer screen! No way. Turn it 
off and just start "analogically" thinking. 


DON’T GO FOR ORIGINALITY AT ALL COSTS. 
As Jim Jarmush says: “Nothing is original." 
Steal from anywhere that resonates with 
inspiration or fuels your imagination. 
Devour old films, new films, music, books, 
paintings, photographs, poems, dreams, 
random conversations, architecture, 


bridges, street signs, trees, clouds, bodies F uor 1 
of water, light, and shadows. Select only ~~ vend d 
things to steal from that speak directly to Santarcangelo 


your soul. If you do this, your work (and dei "Teatri 
theft) will be authentic. Authenticity is 
invaluable; originality is non-existent. And 
don't bother concealing your thievery— 
celebrate it if you feel like it. In any case, 
always remember what Jean-Luc Godard 
said: "It's not where you take things from— 
it’s where you take them to." 


o Santarcangelo dei Teatri 


4. 


Be grave. Listening to advice or 
other's opinions is always a good habit, but 
remember that you are the only master of 
your work and if you want it to be authentic 
and coherent you have to make your own 
decisions. Otherwise you will feel like it 
doesn't belong to your sensibility and style. 


EVERYBODY IS A VISUAL DESIGNER. 
Compromises with clients are the daily 
grind; everybody feels that they can do our 
job and tell us which color or font to use. 
So, defend your professionalism! If you're 
weak on these aspects, go take a course in 
dialectics in Athens or get a Doberman! 


CoHERENCE/INCOHERENCE. Being 


coherent is important.. but incoherence also 


plays a role. Disaccording elements can at 
times give life to a project. 


LESS AESTHETICS, MORE ETHICS". Don’t 


be boring and self-indulgent. Graphic design 


is important, it’s everywhere. So use it well, 
do it well. 

“This was the claim of the 2000 Venice 
Architecture Biennale. 


TABULA RASA. If you take a way and 
then notice, after some work, it isn’t the 
right one, don't keep going on with it. Don't 
be stubborn. Throw your sketch into the 
trash and start with a new blank one ready 
to be filled with good ideas. 
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Most of the time 


designers add things on things, 
visually and conceptually— even 
when they have concepts. My 
opinion is that we should proceed 
in a different (opposite) way: 
subtracting. Simplify and try to 
focus on the message, but that 
doesn't mean being explicit—tny 
to communicate directly in a 
symbolic way. 


194 1,000 Ideas by 100 Graphic Designers 


Turbo ClicK 
2000 


Img-8 


| need music 
everywnere Y ge 


Flower ae 
E F3 
frogan 

Voše loo vet 


pud of Flour 
- 


Img: 


MI 


Lau 
— 
= 


t 


UL 
n 


Have the big picture clear. In the 


Designers have the challenge of 
expressing the same age-old ideas 

or products in a new and exciting 
way. There will always be fads, but 
they evolve into something new. A 
style may be re-visited, but it's going 
to have a twist on it the second time 
around. One thing that will never die 
out is good typography; from the Book 
of Kells to GQ, elegant and expressive 
type will always be prevalent. 


BSELE Don’t Force YourSELF TO DESIGN. 
Generally listen to music and drive 
around, usually ending up sitting in 
the aisle of a bookstore with a stack 
of design books. If I feel too forced to 
design, I get a mental block. 


KEYWORDS + SKETCHES. I always 
start with a list of keywords and 
branch it off as far as I can, then I 
begin to sketch things out. 


BEL You Have to Research! You 
can’t expect to create smart design 
if you don’t fully understand the 


; topic. Knowing a product's origins, 


definitions, and history gives you a 
whole new set of keywords to play 
off of. For instance, with my Smart 
Design posters, I came to learn that 
SCAD (the acronym for the college) 
means a large quantity of something, 
as well as a type of fish. It was 
through that bit of information that 
the whole series was developed. 


Coro cALL. The key is to keep 
the phone call under a minute—just 
be nice and ask if you can send along 
an e-mail with more information. The 
hard part is not pushing too hard. If 
you're friendly, they'll say yes out of 
courtesy at least, then may end up 
calling you back after all! 


BEEJ Don’t ever sett yoursetr 


SHORT, AND PLEASE DON’T DO SPEC work! 
Try to work with people who don't 
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underestimate the power of good 
design. If you have to convince a 
client that a logo cannot be made 

for under $250, then you're going to 
have a very tough relationship. We're 
providing them with a visual voice, 
which is crucial for the survival of 
their business. We're designers, not 
items for bid on eBay. 


ALWAYS BE FRIENDLY. Design is 
about connecting with people on an 
emotional level. If you can’t do that in 
everyday life, how can you expect to 
do that in your design? 


ESCAPE IN MUSIC AND FILM. I find 
music to be vital to my creativity. I like 
to listen to things that go along with 
the feeling of the project I'm working 
on so I listen to a little of everything. 
I also love "escaping" in movies—it 
puts me in the mind of someone else 
and always seems to spark an idea 
for me. 


BEEJ Go 010 schoo. I use pencil 
and paper—it works fine for me! 


HEED Foc tow ano print. Always 
follow your project. If my name is 
affixed to it, I have to make certain 
that everything is as it was intended. 
I've always enjoyed working with 
Brunner Printing in Memphis, 
Tennessee. 
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Megan Cummins 
www.megancummins.com 


A young American 
designer, Megan 
received a BFA in 
Graphic Design at the 
Savannah College of Art 
and Design. Although a 
lover of the whole gamut 
of design, it’s clear from 
her work how her heart 
lies with packaging; she’s 
been creating fabulous 
Valentine’s shoe boxes as 


early as second grade. 
Aside from design, 
she's a thrill-seeking 
Sky and scuba diver 

(all for inspiration of 
course), and owns two 
crazy cats. Her vision of 
graphic design is close 
to scientific research, 
exploration, testing, and 
finding the right solution 
that produces the 


desired results. Vignelli's 
New York subway map 
that opened her eyes to 
the power of design, and 
she's been hooked ever 
since. One of her latest 
projects is the Smart 
Design Poster Series, a 
series of three posters 
designed for a Korean 
Design Expo explaining 
the idea visually. 


Mostardesign 
www.mostardesign.com 


Olivier Gourvat originally 
worked as a graphic 
designer for various 
agencies, producing 
artwork, logotypes, 
corporate publicities, 
and print layouts. He 
later joined the team 
at Chronicle Editions 
to create image 
content, cover designs, 
illustrations, and maps 
for numerous books 


on the history of the 
twentieth century. Now, 
he owns and operates 
Mostardesign-a sort 

of “dematerialized” 
studio, in his words. He 
makes multi-disciplinary 
practice the base for all 
of his creative efforts, 
being active in print 
and digital design. 

His expertise also 
encompasses motion 


Mostardesign 


graphics and typeface 
creation for clients 
worldwide. Judging from 
his work, typography is 
the favorite playground, 
creating bold works 

and communication 
strategies that do not 
stop at image level, 
striving to deliver a 
product that can contain 
a message rather than 
just deliver it. 


197 


198 1,000 Ideas by 100 Graphic Designers 


FOLLOW THE WRITTEN WORD. I 
recommend reading a great book written 
by John T. Drew and Sarah Meyer called 
Colour Management for Packaging. This 
excellent guide is a consolidated resource 
for the graphic designer who wants to 
create packages. This book covers both 

4 theoretical and practical packaging design, 
with many useful considerations. 


4/41HS CONCENTRATION TECHNIQUE. 
Music helps me to be more creative and 
J it's very hard for me to work without it. It's 
really like a second tool when I'm designing! 


SMALL YELLOW IDEAS. My favorite 
organization tool is the Post-it™! Really a 
great idea in itself! 


START TO PRINT, LEARN TO BROWSE. My 
favorite media is the web even if I began to 
I work on print. I turned towards interactive 
| design when I first got on the Internet. I 
remember being immediately fascinated 

by this new media and the broad creative 
possibilities it offered. 


BEEE Use ^ mmen numeer or Fonts. I use 
Avant Garde type in some projects, but 
| my favorite font is Helvetica. I recommend 
| installing a limited number of typefaces on 
Ot | your computer. Ten typefaces are really 
enough. This will give your future works 
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BEEJ Puuc-ins, scumevuc-ins. I 


recommend you to forget about every plug- 
in installed in your computer. Photoshop 
plug-ins limit creativity and should be 
forbidden! Also, I believe they give your 
creations a certain feeling of déjà vu. 


SKETCH! 


BELEJ Promote cach ann EVERY PROJECT. 
Generally I promote each project made 

by the studio with a photo. Try to find the 
best way to promote each work through a 
beautiful photo for the main page of your 
website or for an insert in the next version 
of your portfolio! For one project I staged a 


high resolution visual adding our very own 


Mostardesign cocktail to help display the 


j works created (business card, booklets, 


visual identity, etc.). The official recipe is 
available on our website. 


BSEEE] Recaroine rortrouios. My philosophy A 


is to fully dematerialize self-promotion 
material. I always have a light version of my 
portfolio in PDF format in order to make it 
easily e-mailable. 


HAVE A TRADEMARK COLOR COMBO. AN olive 


green, a light blue, and a classic 
black—these three colors are the 
identity of the studio. I have also 
created a section on my web site with 
combinations for each project to have 
as a kind of bank of combinations to 
refer to. 
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INSPIRATION, THEN LOGIC. Generally, i zagi J SS NO fost i 
Lm I ed ; ——— E Ry WU E Y 
when I get the commission and attend the first EXE — Sess is 


meeting, I draw the first impression I had 
= associated with the project. Most of the time, 

|= this first image remains through the whole 
E project. But of course, if I can find a better 
solution and persuade myself with other ideas, 
I'll change. I'm also known to dig the hole all 
over again, after throwing it all away without 
hesitation. But the process of "logically 
persuading myself" is very important. 


BETH wors, THEN sketches. Brainstorming 
with keywords can help some part, but this 

is only for supporting ideas in your brain and 
providing descriptions for your commissioners. 
Drawing and sketching 

by hand is best. 


Jot DOWN, THEN HANG UP. My wall is 
usually full of found materials and sketches. 

It has a great influence on me in various 
processes and provides me with strong 
energy. I believe there is some kind of 
connected spirit. For this reason, I keep these 
small papers when I move my work places. 


BEI Suare, THEN covtasorate. Clients 

are difficult to get and even more difficult 

to pick. As an independent designer now, I 
work with some clients who are interested in 
my work, they usually figure as people who 
share common interests with me. There is 

no specific way to find this out at first. But 
naturally, people can notice someone who has 
connection with them, like an impression. 


605 
FEECEGM Emel try to absorb as 
much as possible around myself. That 
can be a landscape, a small flyer on 
the street, a junky magazine, or even 
a good meal. Anything can be! Not 
just something that we can refer to 
as a standard “source of creation.” 
Creativity feels like a strange word 
for me, that forces me to make 
something. But of course, all of these 
sources build up my personality and 
way of attitude thus affecting my 
work and design process. 


BILD Poseo, tHen smie. I have to say you 
have to be friendly. But in certain occasions, 
being serious can be a friendly way, and vice 
versa. 


CHOOSE MEDIA, CHOOSE STRATEGIES. 
Different media have different strategies of 
getting through to people. In most cases, I 
work on printed matters and I love the paper- 
based media. I studied product design before, 
so I'm also familiar with 3D media and textile 
materials. But I' m not so attracted to web- 
based digital media, it's such a flat and cold 
way of communication. 


THINK, THEN FOLD. Grid systems are very 
important in design, but you must not start 
with a rigid grid structure. It creates strong 
principles in design detail, but it prevents 

you from seeing the wider picture. Draw the 
sketch and fold the paper by hand. 


ME oca, ver ciosa. It is essential 

to think about what you are doing as an 
independent designer. Unlike artists, 
designers are needed to follow directions. But 
the brief shouldn’t prevent you from losing 
your own language and expressing who you 
are and what you want to say to the world. 
You have to be aware of your influences and 
interaction with the public. Even if this cannot 
change the world, every small activity is 
significant in itself. 


Keys, then words. Thin paper, black 
and white, paper cutting, stickers, craft- 
paper, open binding, type press, AO size 
poster, photocopy, silk-screen, tape, stationery 
shop, cold glue, archive, wall graphic, label, 
map, supermarket, black square, red line, 
color paper, wallpaper, rainbow, folding-paper 
tool, minimal, accident, 10mm square note, A3 
printer, street signs, blue wall, inventing tools, 
drum and bass, acrylic plate. 


Na Kim 
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Na Kim 


Na Kim 


www.ynkim.com 


Na Kim studied Product 
Design at the Korea 
Advanced Institute of 
Science and Technology 
and graphic design at 
Hongik University. Upon 
finishing her studies, she 
went on to Werkplaats 
Typografie in Arnhem in 
2006. She was selected 
as the Young Design 
Leader in 2008 gaining 
publication in Wallpaper* 


magazine. She organized 
the exhibitions WT at 
Neon in Lyon in 2007 
and Starting from Zero 
in Seoul. The latter 
event received broad 
press coverage, such 

as a mention in Grafik. 
Now she lives and 

works in Amsterdam, in 
collaboration with many 
artists and cultural 
clients, such as, Phaidon, 


bak, Tumult, Océ, and 
DF&DC. Occasionally 
she'll work on self- 
initiated projects, like 
umool umool magazine. 
She was invited as 

a guest lecturer at 

the Gerrit Rietveld 
Academie, Hongik 
University, and Kyewon 
Art College. 


Nate Yates 


www.nateyates.com 


Born and raised in 
San Diego, California, 
Nate Yates grew up 
surrounded by the 
Mexican culture. He 
lived in a run-down 
neighborhood, but is 
very glad that he did, 
learning much more 
about life there than he 
would have by living in 


the quiet suburbs. His 
art teacher was the first 
person who introduced 
him to graphic design 

in his senior year. 

Nate states: “Being a 
practical lady, she had 
no delusions of grandeur 
for me, so she gave it to 
me straight— 'Nate, don't 
try to be some starving 


Nate Yates 


artist, you should be a 
graphic designer." He 
never had a desire to do 
anything else since, and 
continued his education 
at San Diego State and 
City College to create his 
portfolio. In 2004, he 
was awarded first place 
in the AIGA San Diego 
Student Portfolio Review. 
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BE PASSIONATE. 
Don't GET cocky. 


USE THE LATEST TECHNOLOGY. 


COLLABORATE. 


Do INSPIRATIONAL ACTIVITIES. 
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LEARN DIFFERENT MEDIUMS. 
GET IDEA SUGGESTIONS. 


DON’T DESIGN FOR AWARDS. 


BE CONFIDENT. 


REINVENT YOURSELF. 
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Graphic design is about opening 
your eyes towards your environment and 
! adapting what you see to your work. In 
addition, we find design books and design 
blogs very inspiring. 


WE There are some great books out 
there: Yokoland, Type One published by Die 
Gestalten Verlag and Hand Job by Michael 
Perry. 


Get jobs through your website but 
4 mostly through personal contacts. It's one 
of the most important rules. 


BEZI Clients should know your style 
before getting in touch. In that way, they 
know what they can expect. 


Be serious to appear trustworthy. 
We are all innately friendly. 


Without e-mail and phone you can't 
communicate today, can you? But talking 
face-to-face is the most personal and 
effective. 


It's important to feel comfortable 
in the clothes we wear. There is no special 
dress code. And it is not always black. It 
could be chic as well as casual, just natural. 


We have recently discovered this 
font: Berlin Park by Daniel Dolz. 


Chemistry between people is key. 
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ILLUSTRATION 
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Create your work in a space that 


ranges from creative chaos to purism. 
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Nepomuk 


Nepomuk 
www.nepomukworld.com 


A studio created by Sven 
Neitzel, Doris Freigofas 
and Daniel Dolz, three 
graphic designers from 
Berlin, born in the 
former GDR in the early 
80s. Nepomuk is a fictive 
name for a figure that is 
open to your imagination. 
The trio met during their 
studies at the Universitat 
der Künste Berlin, UdK 


(Berlin University of the 
Arts) and felt a sort of 
creative connection. They 
are interested both in 
graphic design and in 
illustration and always 
try to create work that 
combines the fortes of 
both disciplines. Usually 
drawing inspiration out 
of the pulsating city 
that surrounds them, 


as well as the silence 
and solitude of nature. 
Nepomuk believes that 
it's important to find a 
balance, to not get lost 
in the big stream and to 
find one's own creativity. 
Lately they issued Urban 
Alphabet, a new book 
consisting of an edition 
of 350 offset prints. 


Nicolas Thiebault- Pikor 


www.nicolasthiebaultpikor.fr 


After having graduated 
from the Ecole des 
Beaux-Arts de Rennes 
and the Institut 
universitaire de 
technologie de Reims 
and having followed 
other paths in other 
times, Nicolas Thiebault- 
Pikor claims to be still 
moving through the 
dark. Nevertheless, his 
graphic preoccupations 
and commitments 


encouraged him to follow 
one post-graduation 
year on typography at 
the Ecole Supérieure 
d'Art et Design 
d'Amiens. Despite the 
rain, he keeps exploring 
optical typography, 
constantly wondering 
about pictures, white, 
black, consumer society, 
masses, geometry, 
camouflage, haze, the 


universe, and everything. 


His latest project is a 
reflection on the letter 
and how it hides in its 
surroundings. Putting 
some white in the letter 
and some black on the 
page, here are the final 
points. By use of the 
moiré effect and other 
optical effects, he aims 
to confuse—and amaze— 
the beholder. 


Nicolas Thiebault- Pikor 
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The concept of an idea is really 
vague: you can imagine that they float on the 
surface of the world and that you can go and 
take them, use them, mix them, and put them 
back where they come from. Which allows for 
a "general emulsion” in which every man, 
every potential creator owns a global source 
of knowledge that he is using and to which 
he is giving as well. This makes the world 

go round. In theory, everything can give you 
an idea. You might just need to go down the 
street and buy some bread or a few beers 
and find out. The first idea is usually the right 
one, you just need to use it the right way. 


BEEF ^ small scribbling and a few 
keywords allow to set the first idea. The 


2 human and visual knowledge will do the ^28 

3 rest. The word “knowledge” is a bit strong, LH 7. 

| curiosity and willingness to learn would be So 
more appropriate. F. 


BEEJ Watch a lot of movies, series, and | 
cartoons. I look at the world revolving 
around me, I take walks quite often and listen 
to music most of the time. We can't really say 
that it helps create but it might give me some 
ideas and allow me to evolve (as a human 

| being as well as a designer). 

I don't do sports, it's too tiring. 


BEZI My professor, Gerard Paris- 
Clavel, said during a workshop: "Don’t 
refer to design books because it limits your 
imagination.” 


BEH J love fonts that have something to 
say (for example, J. Barnbrook's Bastard). 

I really like ligatures of Lubalin's Avant 
Garde, but mostly because it's in fashion. I 
hate Comic Sans MS, but mostly because it's 
fashionable to hate it. To tell you the truth, 

I have a wonderful t-shirt made with Comic 
Sans MS, but nothing with Avant Garde. 
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If you meet a new person every 
la | week, it will allow you to meet new people 
n ait Aa, ban? | who will in turn allow you to meet their 
yu contacts, and so on. It's a good way of 
| |. building a random but totally human network. 
* You shouldn't limit yourself to a designer's 
world revolving on itself. 


When you work you shouldn't forget 
hierarchy. But the most important thing is to 
stay true to yourself. 


I personally developed a small Flash 
application that picks out three random 
colors. Many combinations pass in front of 
my eyes and when I'm happy with one, I'll 
use it. 


Whatever the circumstances, do not 
give anything up for a client if it means doing 
something you don't want to. Never abandon 
your own ideas and stay true to yourself — 

y and don't listen to me! 


As long as you are aware of the 
basis of Tschichold, everything 

I never follow a 
grid or anything when I work. You 

! can see that I follow a lot of graphic 
curiosities and own instincts in 

my work. A mistake is something 

to consider in the overall project, 
although you need to know why you 
keep it, and why it's interesting. 
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Less is more. 
Less isn't more. 
More is less. 
BEIM More isn't less. 


A picture is worth a 
thousand words. 
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BEZE A picture isn’t worth a 


thousand words. 


A word is worth a 


thousand pictures. 


A ward isn't worth a 
thousand pictures. 


BEZE] The abovementioned 


is true. 


BSEED The abovementioned 


isn’t true. 
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Niels “Shoe” Meulman 
www.nielsshoemeulman.com 


Born and raised in 
Amsterdam, Niels 
Meulman’s initial 
recognition came as 
"Shoe" within local and 
international graffiti 
culture. This evolved into 
a business for decorative 
lettering when he was 
eighteen. Eager to learn 
more, Meulman became 
apprentice to Dutch 


graphic design master 
Anthon Beeke to learn 
the trade. Throughout 
the 90s Meulman 

ran his own design 
company Caulfield & 
Tensing, before joining 
advertising agency 
BBDO as senior art 
director. In recent years, 
he has been working as 
a creative director for 


MTV Europe but mostly 
freelances under his 
own name: Niels “Shoe” 
Meulman and specializes 
in typographic design. 
His designs and 
artwork are part of the 
permanent collection of 
the Stedelijk Museum 
Amsterdam and the San 
Francisco MOMA. 


Pam&Jenny 


www.pametjenny.be 


Nathalie Pollet has been 
a graphic designer since 
1992. After finishing her 
studies, she started a 
career as a freelance 
designer for record 
companies and concert 
halls in Brussels. 

She co-founded the 
Designlab studio in 1998 
where she was creative 
director and studio 
manager for 11 years. 


Most of her clients come 
from the cultural sector 
in Belgium and France: 
Bureau d'architecture 
V+ (Bruxelles), 

CIVA— Centre 
International pour la 
Ville, l'Architecture et 

le Paysage (Bruxelles), 
Lille3000 (Lille). Projects 
are mainly in the 

areas of identities for 
museums and festivals, 


communication for 
cultural centers, art 
galleries, exhibits, dance 
companies, art and 
architecture magazines, 
and lately signage. In 
the beginning of 2009, 
she started a new studio 
named Pam&Jenny: new 
name, same spirit, lighter 
structure. 


Pam&Jenny 
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Let your clients trust you 
blindly. 


MEH Be serious, be friendly. 
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White and bl 


color combination. 


ack. Timeless 


Every detail counts. 


Organize your timelines. Or, 
work late. 


E i 3 , LS d 
Always try something else. = ‘oak Re 


x 


| 560 
Don't trust a badly-dressed designer. 
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RESPECT THE ORIGIN OF THE IDEA. I mostly 
work on commercial typefaces, so ideas and 
decisions taken are market-driven. This means I 
have to watch out for trends coming from selected 
directions such as music, fashion, visual arts, 
technology. A new design reflects these trends 

as well as the surrounding environment i.e. the 
various structural shapes such as architectural 
buildings, industrial objects, and even just plain 
natural structures. The idea behind Centro 

Pro (an award winning font that Parachute® 
designed) was to combine modern square forms 
with traditional shapes in such a way as not 

to distract legibility. The serifs would have to 
reflect the simplicity of a contemporary building. 
Furthermore, extreme care was taken so that 

the pronounced triangular cuts were properly 
connected and balanced with round forms to avoid 
creating a strange-looking typeface. Finally, it was 
decided to support all European scripts—Latin, 
Greek, and Cyrillic—in order to satisfy a growing 
demand among pan-European companies and 
institutions for such typefaces. 


RESEARCH THOROUGHLY. It always helps to 
look back to what the masters of the trade have 
done. Some characteristics of Centro Pro serif 
were modeled after W.A. Dwiggins’s experiments 
with type. The angular slanted serifs of Centro 
Pro, in letters like "n," "p," “r,” etc., while they 
foster a distinct identity at display sizes, they 
tend to look like curves at small sizes. Other 
characteristics such as the abrupt cut at the 
joints were influenced by Galfra, a typeface 
designed in 1975 by Ladislas Mandel for the 
Italian phone directory. These cuts add certain 
flair to Centro Pro serif especially at display sizes, 
but they are functional as well, since at small 
sizes, while they disappear into rounded curves, 
they compensate for over-inking. 


DRAFTING THE Inea. In most cases the 
idea is drafted initially on a piece of paper, a 
rough sketch of several characters with as many 
characteristics as I can fit on paper. Then I create 
a second, more elaborate sketch of three basic 
characters such as "a," "n," and "o." These are 
the three letters I always design first since they 
contain many of the characteristics as I need as 

a guide for the design of other characters. Then 
everything is finalized in FontLab. There are also 

a few instances (particularly for text typefaces, 
which follow certain rules and consist of well- 
defined forms) that a design may start right on 
the computer by playing around with one of my 
older designs. 


HOHH H 
AHBHCH 
AOBOCOI 
aonn nnc 
inbncndn 
1i0bocodoe 


BL Boos. Of all, there are four books on 
typography which I consider a total must, as 
each one complements the other: American 

Metal Typefaces of the 20th Century by Mac 
McGrew, Elements of Typographic Style by Robert 
Bringhurst, Letters of Credit by Walter Tracy, 
Writing & INuminating & Lettering by Edward 
Johnston. 


Pay ATTENTION TO DETAIL. This is one of your 
characteristics that set you apart from the crowd. 
Things like spacing or kerning of characters as 
well as the proper position or shape of accents, 
are very important for a demanding customer. 

In Centro Pro, the main concern right from 

the beginning was not only the shape of the 
characters but the rhythm of text as well. If 
letters are not properly spaced, the text will be 
hard to read. First, the basic spacing (sidebearing 
adjustment) for capitals "H" and "O" as well as 
lowercase "n" and "o" was set. Then, for every 
new character created, the sidebearings were 
adjusted based on the similarities of its straight 
or round strokes to the letters used as reference. 
Proper positioning of accents was also double- 
checked and adjusted. 


BOB Regent — 
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5886 506P pov VOCI GIVE MORE THAN ExPECTED. Add extra value to 

gu. . oo à [ry Qo Q your product without raising the price. Every font 

5 @ s Qo ax ur w xpo in the Centro Pro series was completed with 270 

AKAN t ÁN copyright-free symbols, some of which have been 
: AADAL R uw! copyrig y ; 
AAD 1 » pi X yi MHO proposed by several international organizations 
m n tx . *1- " for packaging, public areas, environment, 
transportation, computers, and fabric care. These 
are quite useful and handy to designers involved 
with branding, packaging, and products with 
: international appeal. 


ALWAYS DELIVER WHAT YOU PROMISE. 


Minimize problems by passing your 
design through extensive quality 
control. The Centro Pro series 
supports more than 100 languages 
and each font contains an enormous 
number of glyphs. This situation may 
easily get out of hand as some glyphs 
could be placed mistakenly in the 
wrong position. In order to overcome 
such problems, we devised a quality 
control method—i.e. two sets of 
tables which we use to check the 
proper position of glyphs as well as 
OT features. 


5 PRomoTE YouR work. Your work is not 
: worth much unless you promote it. The promotion 


plan for Centro Pro included, among other 

things, an extensive presentation in Parachute's 
website, printed material, clothing, typographic 
screensavers, as well as an exclusive collection of 
popular coasters. 


MEY Work Scuepuce. Don't work on the same 
project more than a few days in a row. I have the 
tendency to get stuck in minor details trying to 
perfect things, so I find it more productive to just 
drop it, work for a while on a different project, 
and later come back with a clear head to find the 
solution. 


Dery Rules. This is a motto that always 
reminds me of what I want to do and not 
necessarily what I do. 


Parachute? 
www.parachute.gr 


Panos Vassiliou is the 
mastermind behind 
Parachute. Two years 
after his graduation from 
the University of Toronto, 
where he studied 
Applied Science and 
Engineering, he pursued 
a teaching career at 
George Brown College 
in Toronto. He has been 
Creative Director for the 
Canadian design firm 


AdHaus and publisher 
of DNA< magazine. He 
has been designing 
typefaces since 1993 
and commercial fonts 
as well as commissions 
from major companies. 
After moving to Greece, 
he started Parachute® 
in 1999 setting the base 
for a typeface library 
that reflected the works 
of some of the best 


contemporary Greek 
designers, as well as 
type-obsessed creatives. 
He received a design 
award for his typeface 
Archive at the EBGE 
Awards 2004. In 2008, 
he won another major 
international award at 
the European Design 
Awards, for the typeface 
superfamilies Centro Pro. 


Patrick Fry 


www.patrickfry.co.uk 


A freelance designer 
from London. Since 
graduating from the 
London College of 
Communication, Patrick 
Fry has worked across 
a variety of mediums 
such as stop motion 
animation, hand-drawn 
illustration, typography, 
and corporate identities. 
He is currently working 


from his studio in 
Hackney on a number of 
commercial and self- 
initiated projects. Some 
of his projects include: 
Unordinary People 
(design and art direction 
of a book celebrating 

50 years of PYMCA 
photographs which was 
later recreated as an 
exhibition at The Royal 


Albert Hall), Beardyman 
(a variety of visuals for 
champion beat boxer 
Beardyman; each piece 
focuses on Beardyman's 
mischevious and highly 
adaptable qualities), 
and Tested Negative (a 
book for GMFA, advising 
gay men on how to stay 
negative). 


Patrick Fry 
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Communication should 
always came first. 


Steer clear of style trends. 
The style of your work should be 

B unique to the project's problem/ 
solution. 


os Don't settle for the easy 
processes, sometimes the harder 
route will create a more unique 
solution. 


Look for inspiration in 
strange places, not just in your 
own industry. 


Patrick Fry 


Learn about everything. The 
more you know, the more likely you 
will find that great solution. 


Get away from your 
computer. Make every project contain 


something that a program cannot 
create alone. 


Make budget problems into 
design solutions. Work with your 
budget not against it. 


Collaborate as much as 
possible. Two brains are always 
better than one. 


Always keep a personal 
project running, fon all those great 


ideas that never see the light of day. 


680 


Enjoy your accidents and make them 


part of the work. 
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re 


WORDS AND IDEAS. I've found 
that talking about the idea helps, even 
if the person you're talking to has no 
understanding of the subject matter 
or isn't interested. It's incredible how 
different ideas become once they're 
audible and how other elements come 
to light as you explain your concept. 

I used to get quite precious about 

my initial ideas and subsequently 
didn't let them evolve. I would have a 
preconceived solution in my head and 
found I was reluctant to deviate from 
that. In those circumstances I didn't 
produce a single piece of work that 

I was proud of. Use sketchbooks, if 
possible, but any type of printed record 
is good. I find it's very helpful to take 
screen shots of the document as you 
make changes then print them out as 
thumbnails. Things look remarkably 
different when they're printed out, it 
also gives you an excellent account of 
how the project has progressed and 
the different directions it's taken. I 
tend to take things too far and have 
been advised countless times by people 
in the studio to take it back a stage or 
two. This wouldn't have been possible 
if the iterations had stayed on my 
computer. 


Ta 


HT 
Li 


iil] 
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RESEARCH FOR A BRIEF. There 
are many ways of researching for a 
brief. If it's an identity project you're 
probably going to be talking to the 
people within the company, finding out 
what their viewpoint is and how they 


think the company should be perceived. 
If it’s print or web, it's always a good 
idea to have a look at contemporary 
solutions to similar projects, in my 
opinion anyway, to see what is the 
most effective way of solving a given 
problem and why that method works. 
From there you may decide to discard 
all your research and take a different 
road but I find it's good to have a 
grasp on what is successful and why. 


BEE] Swashine Book. Sorry Trees, 
Vince Frost. 


CLIENTS BRING CLIENTS. That's 
useless advice if you currently haven't 
got any clients but it is the case. Doing 
things for friends can be good, self 
initiated work is often a good bet but 
just make sure you give yourself a brief 
or parameters from the outset and 
stick to them. It's far too easy to let a 
project trail off when you're the client 
and ultimately you just end up getting 
bored with it. 


BEE Workine wire vou ts Great. 


Open-minded clients are wonderful; 
though they need to be decisive too. I 
can't emphasize enough how important 
itis to listen to them during your 
elementary meetings. If they feel their 
ideas are being valued and taken on 
board you're far more likely to have 
your own ideas met in a similar way. 
The relationship works both ways and 
it's very important to grasp that before 
meeting any client. 


m | 


Dublin Bay 
Architecture 
Symposium 


— 


papiru 


so much a single tool, all are good in 
different situations; meeting face to 
face is still number one; next to that, 
the phone and e-mail. 


GRIDS ARE PRETENTIOUS. It will 
save you an obscene amount of time 


| and ensure your friends who aren't 


designers think you're pretentious. In 
all honesty, though, a grid is a really 
great idea, like every other rule they 
don't have to be obeyed absolutely 
but they provide a fantastic basis 


especially if you're doing a project with 
|. a number of pages. 


SOULLESS coLors. Because I 
have no soul, I love silver (Pantone 
877) on black, especially if it’s dense 
information or has some infographic 
quality. I also did a book recently 
replacing magenta and yellow with 
day glow inks (fluorescent colors). It 
turned out really nice and I’ve been 
suggesting it to clients ever since. 


Doesn't really suit most briefs though. 


PRESENT YOUR WORK THROUGH 
DIFFERENT MEDIA. It’s really all of the 
above. A website is very handy for 
people to look at it at their leisure, 

a PDF file is a great idea to send 

out to selected studios, and a print 
portfolio is a necessity if you’re going 
for interviews. Just be ready and able 
to talk about your work in any of the 
above. 
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ORDER IT, BREAK IT, DISMANTLE IT BM) 
apply order first; my work is nearly 
always too austere and regimented a 
week or two before it goes to print. I 
like to work it up so that it functions 
properly, satisfies all reason, then 
Ilike to break it. Over print, offset 
or otherwise. It's only after I've 
designed it to death that I begin to 
un-design it again. I've noticed myself 
do that on most projects I've worked 
on. The mare successful ones are 
the ones that I've had more time to 
dismantle. 


mE 
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Patrick Mullen 


Patrick Mullen 


www.patrickmullendesign.com 


There are many things 
to learn about Patrick 
when he describes his 
"initiation" to art and 
design: “We were always 
drawing and painting 
as kids, my brother was 
a natural and so I took 
a backseat somewhere 
before my teens and 
shelved my creativity 
for a little while.” He 
went on to study at the 


Institute of Art Design 
and Technology, Dun 
Laoghaire, Ireland. 
Thanks to two tutors, he 
ended up falling in love 
with design and went on 
to graduate in 2008 top 
of the class with first 
class honors. His dad's 
influence and his own 
interest in architecture 
began to manifest itself 
in his final year. Most 


notably though, much of 
his work has a certain 
architectural structure 
to it, the use of thin 
lines and the reasonably 
austere nature and 
certainly is a direct 
result of staring at and 
coloring-in architectural 
drawings from a very 
young age. 


Pedro Vilas-Boas 


www.vilaz.tv 


Conceived by Antonio 
and Carmelinda in the 
first half of the 80s, 


Pedro Vilas-Boas, 
a.k.a. Vilaz, is a multi- 
disciplinary designer 
from Pavia, Portugal. 
During his youth, he 
formed as a studenta 
love of cars (which he 
drove for the first time 
at age eight) and the 


broad color palette of 
his native Alentejo. He 
studied Communication 
Design at Universidade 
do Algarve, then he 
moved to Lisbon were 


he went on to gain years 


of industry experience 
at ByCom and Fullsix. 
Those experiences 
respectivley taught him 
how to "think design" 
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and how to "think digital 
design." He currently 
divides his time between 
Lisbon and Paris. He has 
a special taste for the 
experimental and always 
applies it in commercial 
works. His work is 
characterized by the use 
of vibrant colors and a 
controlled chaos. 


m " 4 
wy a s "" Ri nus 
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while sleeping. My dreams are always 
black and white, with small tears of 
vibrant colors. When I wake up, I try 
to reconstitute the ideas, but in most 
cases the results are very different. 
It's always a good start. 


Chaos. It's easier to see 
solutions when there are many ideas 
together. 


Do not be afraid of the 
absurd when the briefing allows it. 


BE Music can be a great ally 
to build (or destroy). Sometimes I 


let myself be absorbed by the music 
while trying to illustrate the beats 
graphically, the rhythms, and the 
sounds mixing. Music can sometimes 
be a great input to our creativity. 


HCE] Sometimes, not being 


completely in control of software will 
help you to get unforeseen results. 
When possible, experimentation can 
be a good creative source. 
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BIJ Turn the autopilot on; let 
your computer take control. The 


process could help you to find some 
unexpected (expected) solutions. 


A good way to find new 
shapes is deconstructing some of our 
work. 


When I have doubts about 
colors, I take a picture of different 
and nicely colored objects and take 
my pick. 


BILEE] Ask the opinion of someone 
who you consider a better designer. 


That way, you'll always have a safe 
boat. It's important to have an 


honest opinion of others, and it's very DGSD 
important to recognize, listen, and 
accept critiques. EG 


700 
I like to seek inspiration in nostalgia. 
When I was a child, I loved the feeling 
of receiving candy, the wrap paper, 
the attractive colors, their happiness, 
more than the way they tasted. 
I try to inspire myself with small 
memories and tiny, happy moments I 
experienced. 


2:9 3608. 


Most ideas come from a desire to 
express a particular emotion or concept. 
This is especially true of my information 
visualization work where in addition to 
expressing a complex concept or set of 
emotions, there is also a story to tell. In 
my A B project, for example, I've tried to 
create an informational visualization piece 
that revolves around complex personal and 
collective notions of national identity and 
how identity fits into global contributions to 
peace and terror. 


I only ever use words to sketch 
an idea. I find visual sketching much too 
deterministic and directional—I much 
more prefer generalized words and terms 
that allow my imagination to be piqued and 


specifics to be determined without visuals to FREE ASSEM- 
be set and therefore restricted. 

BLY & ASSOCI- 
Music: Littl'ans, Foals, The Big ATION E X 


Pink, Underground Resistance, The Veils, es 

Arvo Part. Art: Jan van Munster, Damien 

Hirst, Troika, Scott King. Literature: The & e e 
Guardian, Baudelaire, Les Chants de [4 B ® 
Maldoror, anything by Robert Fisk. Cinema: > d & 


If..., Begotten, Showgirls. 
0000o 
The mind is much more elastic o ee 


when the body is forced to use different fe [o3] 
senses. & & 
Creatives who don’t do research e 

are arrogant fools and rarely have anything * 


of value to say. Research can come from any 
source—so long as it is reliable and fills in 
the blanks of knowledge. 
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Don't hate. Life is too 
short for hate. 
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The day before a deadiine, I panic a 
enough to finally finish the project. 


Work everywhere and at anytime— 
while waiting in line, on the toilet, at the 
dentist getting a root canal, and most 
definitely in the throws of physical ecstasy. 


Try this font: Akkurat. 


Try this finish: GFSmith Plasma 
Polycoat Glass Clear Plastic. Absolutely 
amazing for silk-screening. 


THE LAST RE- 
MAINING ACT 
OF 
REBELLION IS 
TRUTH. 


TRO Breer 
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Peter Crnokrak 


Peter Crnokrak 
www.theluxuryofprotest.com 


Born Peter Crnokrak in doctorate in evolutionary 
Croatia. Emigrated to genetics. Deejayed 
Windsor, Canada at the right before Jeff Mills 
age of two. Discovered at New Year's party in 
The Smiths when Montreal in 1999. Moved 
he was 15. Danced to Toronto to start a 

to Detroit Techno in post-doctoral fellowship 
Detroit 1988. Moved but became crushingly 
to London, Canada to bored with life. Back to 
study Medicine, then to Montreal 2002 for two 
Montreal to complete a years of art college and 


glorious 18-hour work 
days. Graduated in 2004 
and found the graphic 
design practice + design. 
Moved to NYC in 2006 to 
work in the apartment 
and flirt with sweet girls, 
then to London, UK in 

fall 2007. Dropped the + 
moniker and founded The 
Luxury of Protest. 


Pied De Mouche 


www.pieddemouche.fr 


Pied De Mouche is a 
graphic design practice 
based in Paris. Founded 
and run by Alice 
Déchelette, Géraldine 


Roussel and Tom Bücher. 
The three met during the 


course of their studies 
in École Supérieure de 
Design, d'Art Graphique 
et d'Architecture 
Intérieure in 


Penninghen. They all 
share the same passion 
for contemporary 

art, but express it 

in different ways: by 
illustration, layouts, 

or typography. Pied 

De Mouche tries to 
blend these different 
disciplines to fulfill the 
client's brief. Apart from 


client work, they also set 


Pied De Mouche 


time aside for personal 
projects to explore 
other directions. This 
is fundamental to keep 
their studio practice 
always innovative, as 
shown in their projects 
in poster design like 
Théâtre La Bruyère, 
Rock'n roll, Le temps, 
Drogues Info Service, 
L'art d'en faire trop. 
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“Less is more” (Mies van 
der Rohe). Isolate the simplicity 
and reveal the complexity, because 
simplicity is complex, so why 
overcomplicate it? 


These words encapsulate 
our approach to design: “Controlled — 


disorder is creative." The indepen- Victoria 


dence of the idea allows the creative 


work a life of its own. Beckham 


You must have faith in your soccer wife 


| project because you're the only poeseos 
one to fully understand it until it's EI EE EAD etre 
S completed. E TTL 


Create a font for each 
project so that every project has its 
own identity. 


mil dg 
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SATIN , 
NOUS TN OWS Mz 


= ra z "Never create like others 
t before you" (Kurt Schwitters). 
n 


lem aa nein 2 x: pilésotirr condrüle eit criar] 

nU F eee Because it's useless" (us). 

F g^ De sedate locos] 
i T —€— —" 


——DBuu— "m" 
You must have a real vision, aum 
your own vision, like an artist or a 


filmmaker has his own language. crm 
However, you have to adapt your 
vision to your client. 


Z Ideas come any time, 
therefore you must always havea 
pencil on you, although sometimes 
you won't write anything. And if you 
remember an idea one week later, 
then you'll know it was a really good 
idea. Sometimes chance is better 
than human rationality. 


We don't find, we search. 


q,, ' 
Don't take this advice literally. AE Ai. 


| 

| um 
Because every | 

idea is a response to a question, : 

and the question is apparent in the 

designer's solution. 
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MET c. 


Be obsessive. 


ON Be true to yourself. Do what 


b. you love. 
1 


| Try new things. Work without 
EE a Safety net. 


d | Work with people you haven't 


r IA US | Don't over-present. Never 


pase ^. worked with before. 

BY PETER MORGAN — show something you can't live with. 
Always keep something in your back 
pocket. 


PLAZM 


Willi 
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Don't under-present. Work 
up to the last second. What are you 
missing? 


w Give back. Mentor. 


Use design for good. It is 

j through design that messages reach 
people most effectively. Designers 
are trained in methods of mass 

$ communication and propaganda— we 
have a vast potential as agents for 
social change. I believe design can 
change the world. 


: Seek first to understand, 
E then to be understood. 


730 
It's an analog world. 


Plazm 
www.plazm.com 


Joshua Berger is 
founder and creative 
director of Plazm, a 
design firm serving 
commercial clients 
and social causes. He 
is also the publisher 
of Plazm Magazine. 
Berger's clients, include 
Nike, Lucasfilm, MTV, 
Jantzen Swimwear, 
Wieden+Kennedy, 


TBWA/Chiat Day, and 
the Portland Institute 
for Contemporary Art, 
among others. Plazm 
has been listed by ID 
magazine as one of the 
most influential firms in 
the world and received 
the Creative Resistance 
Award from Adbusters. 
The studio’s depth of 
experience with editorial 


design is showcased 

in the Plazm-authored 
XXX: The Power of Sex 
in Contemporary Design 
and other books. The 
complete catalog of 
Plazm Magazine resides 
in the permanent 
collections of the Denver 
Art Museum and the San 
Francisco Museum of 
Modern Art. 


Proekt 


www.proekt.co.uk 


It turns out to be that 
there are no positions 

in Proekt, but there are 
people. They have talent 
and abilities and through 
planned out thought 
everyone finds his or her 
own place in the studio. 
So designers can bea 
copywriters, copywriters 
can occasionally 

be illustrators, and 
illustrators can turn into 


designers. Every person 
works in the field where 
he or she can obtain 
interesting and effective 
results. Creative director 
Roman Krikheli believes 
that this is the way of 
attaining perfection. It 
goes without saying that 
there is some routine in 
such kind of work. Habit 
is an integral part of the 
process, being the price 


Proekt 


for evolution in any field 
of activity. An example 
of their workflow is 
their Parad boutique 
rebranding, where 
collective effort brought 
about a logo designed 
as a woman's lips—the 
origin of passion and 
wisdom. 
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Required reading. 
I recommend the book Brief 


Information on Typography by Petr 
Kolomin. The book was published 

in 1899 only in Russian using pre- 
revolution vocabulary. Easier to 

find would be Look at This designed 
by NonFormat and published by 
Laurence King Publishing. Regarding 
magazines: +81, Code, Varoom. 


Consider every new project 
as an opportunity to make a step 
forward. 


A project’s strength lies in 
the details as well as in the general 
idea. 


Do not try to prove anything 
to anyone. 
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di Don't hesitate to make 
{ | changes in the initial idea in the 
course of the work. 


Study adjacent fields—it's 
the only way to do something new in 
yours. 


VKYA Never use the same idea 


EIE Do not argue, discuss. 


Remember, you can succeed 
in any field, if you have a key to the 
essence of the process. 


— TT T Good design is always sweat 


land blood. 
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LE [he Elements 
P of Ty pographic Style 


^ — | DESIGNING INTERACTIONS 
ERAS |n 


BILL MOGGRIDGE 
ria” TM 
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HAVE A SUNDRY WORK PROCESS. 
Define the structure; all project 
needs and creative ideas precede the 
actual design. If you don't succeed 

at first, have a beer and try to make 
something from scratch. 


DITE 


NEVER LEAVE THE HOUSE WITHOUT 
A SKETCHBOOK. I like plain paper and a 
pencil and the speed at which I can 
change and note things on paper. I 
recommend to all the designers never 
to forget how to use pencil and paper. 
Those are the basics! 


VISIT SOME GOOD MUSEUMS, GO TO 
CONCERTS, OR TO THE CINEMA OR THEATRE. I 
am of the opinion that it is crucial for 
designers not to be behind the screen 
all the time, but to move away from 
that pixel world. 


Researcu. There is no 
special philosophy about it, I google 
everything I consider relevant 

for the project. My daily routine 

is completed by reading feeds on 
Google reader and visiting the 
sites that inspire or educate me 
such as: smashingmagazine.com, 
ilovetypography.com, we-make- 
money-not-art.com, typesites.com. 


| vorm at IM 
ws exhibiting their late 


here. 


V Lovely Package? .' 


..* There limage: theret)" 
4 PhillipeBecker [image th 
Zuny |image zunyl] "à 
the designers' creativity & 
annoyances 
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Rean Books. I'd recommend 
Robert Bringhurst: The Elements 
of Typographic Style and a brilliant 
book by Bill Morggridge: Designing 
Interactions. 


Work WITH YOUR WORKSPACE. I 
have a really peculiar habit. When 
starting a new project, before any 


zi space I am working in, wipe off the 

Mf", J dust and clean the desktop in order 

ao to start working. As the project is 
drawing to its end, my work space 

| becomes chaos, in which no one 

can find their way around, including 

myself. 


USE AN ORGANIZER TOOL. At the 
moment I am using HTC TyTN II for 
absolutely everything— cell phone, 
calendar, tasks, e-mails, financial 
estimates, music, GPS, news... 
without this device I wouldn't even 
know when to go to the bathroom! 


- masas|kern P 


Make TIMELINES. Usually we 
do a timeline of all the projects that 
we are currently working on at the 
studio and we allocate our resources 
according to working days. Such 

a timeline is constantly placed on 

our notice board so that everybody 
knows what everybody else is doing 
at all times. For every project we 
make small timelines. At the moment 
I am trying out an online project 
management application called Action 
Method by Behance team. 


: : DON’T BE AFRAID TO DO MISTAKES. 
Love what you do and don't be easily 
satisfied. Good is the enemy of great. 
And always iron your designs! 


work is done, I first have to clean the 


WE TAKE OUR TEA SERIOUSLY 


> 


750 
Firebug, IE Tab, and 
Window Resizer are obligatory add- 
ons for Firefox. In everyday life I use 
a small application called "Tea Timer,” 
made for me by the colleagues. It 
saves me from leaving the bag inside 
the cup so that I can be brewing tea 
for several hours. If you have the 
same problem, you can download it 
from our web site! 
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(RJevolution 


(R)evolution 
www.revolucija.hr 


(R)evolution—a drastic 
and far-reaching change 
in the way of thinking 
and idea development. 
Also a gradual process 
through which object 
or subject changes into 
a new, more complex 
shape. Located in 
Zagreb, Croatia, (R) 
evolution is an all- 
around creative studio. 
It was founded in 


2003 in a garage by 
three college friends, 
Gorjan Agaéevic, Ozren 
Crnogorac, and Vladimir 
Končar, who shared a 
strong passion for the 
work they do. Since 
then, the team has more 
than doubled in size 
and it now combines 
projects from graphic 
design, complex web 
applications, web 


development, interactive 
multimedia experiences, 
educational CD ROM's, 
and multiplayer games. 
(R)evolution's work has 
received many awards 
and it's their goal to 
constantly challenge 
themselves to keep 
developing new and 
unforgettable visual 
experiences. 


Robert Loeber 


www.loeber.co.uk 


More than a designer, 

a picture technician 

as he defines himself, 
living and working in 
London, UK. He enjoys 
taking a lot of photos, 
making magazines, 
designing album covers, 
creating websites, 
collaborating with 
friends, going on road 
trips, and riding small 
bikes. Currently working 


for Urban Outfitters 

at their headquarters, 
he is basically a lover 
of all things creative. 
Some of his projects 
include: Poolga iPhone 
wallpapers, Wood (a 
themed poster for the 
eponymous Manchester 
shop), a poster and 
animations for Synth 
Eastwood's Cycles, and 
YCN Live/Whitenoise 


Robert Loeber 


Gallery Lets Unite Today: 
an AO digital print on 
silver paper, defined as 
an exploration into his 
limitations of process 
and color. This last work 
has been exhibited at 
Urbn Motion Graphics 
Studio in Berlin, 
Germany via the YCN 
Live project. 
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MorivarioN. Being highly motivated 
plays a major role. It's having the drive 

to always be busy, always have an other 
project to be getting on with and taking 
every opportunity that’s thrown at you, 

no matter how busy you are. I'ma firm 
believer in giving 110 percent in every 
brief you get involved in. You're only as 
good as your last piece of work. 


Confrence. Be able to talk openly 
and confidently about your work. This can 
open up a world of opportunities. Having 
faith in your own abilities and knowing 
that you can execute any task creatively 
and professionally says a lot. Be able to 
take criticism or advice and learn from it. 


PeRcEPTION/1MAGE. It’s not a 
cynical thing but the way in which you 
present yourself to the public is very 
important. This could mean simple things, 
like sending an e-mail, to the way in which 
your website looks and works. Pick your 
moment. Show the right people the right 
thing at the right time. 


Turner. Have a general thirst for 
creativity. This doesn’t have to necessarily 
be design but having an interest in finding 
out new and different things: a piece of 
technology, a film, or a YouTube clip. 


Oraanization. Keep everything 
organized, whether it be by iCal, a diary, 
or just a well organized filing system. 
Knowing what you're doing and sticking 
to deadlines is very important. I learnt 
this lesson the hard way. I now keep 
chronologically ordered folders. I've 
recently started using Stickies. These are 
a great way to store notes or ideas for a 
later date. 
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4 
InTERNET. The www is the 
biggest tool for showcasing your work 
to as many people as possible. Fancy 
or simple, your website should be a 
showcase of you. Have fun with it and 
make something that’s easy to update 
| 


and loads fast (always optimize your 
images at 60 percent quality for web). 


Communication. Don’t be scared 
to e-mail people telling them about your 


756 work. Getting on blogs is a really good 
KERNING. When using digital way of raising your profile and getting 
typefaces good kerning can people to remember your name. It’s a 
Roa) ean eine Gener case of reminding people what you’re up 


improve a piece of work. Or to and keeping them informed. 


if done wrong, ruin it. Always 
WATER GUC tam And I NREN Backup. It’s perfectly normal 
for technology to go wrong over time 


so always keep regular, external 
backups. All that important stuff that 
you couldn't live without should be on an 
external hard-drive or DVDs and stored 
somewhere safe. 


they sit next to each other. 


Integrity. Your job should be to 
create original work. Simple as that. 
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ose * be 
B timetimetime A aag _ 4 [| l & [ 
Se & ees MMA Propose yourself for a 


ee e üb project only when you are really 
convinced of what you are doing. ee 

Waiting helps experimenting. 

Search the right media 

depending on what you have to 

represent. 


Dedicate a lot of time to pre- 
print and interest yourself in inks and 
tints. 


Many times something that 
seems really far from design will take 
to unpredictable solutions. Don't deny 
anything. 
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Do and accept works only if 
you think you can express yourself in 
the best way. 


Always sign your works. 


Lead a regular life. We're not 


rock stars. 
Use technology without x X 

B : MV 
being used by it. ro 
Don't worry about where — — 
experimentation can take you, but p——— e mm 
feel free. 
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Sabato Urciuoli 
www.sabatourciuoli.net 


A young visual designer 
from Turin, he works 

on concept and its 
adaptation to visual 
environment through 
several media such 

as publishing, web, 
photography, and 
installations. He believes 
both in the interaction 
of different media and 
the one between the 
user and the message. 


His work mainly makes 
use of typography 

and the construction/ 
deconstruction of 
graphic grids. One of 
his latest projects is: 
Play with Sound. Play 
with Paper. Calendar 
2009. It's a 50x 

70 cm poster calendar, 
intended to map "good" 
and "bad" days. The 
idea is to blacken the 


corresponding square 
of the day you consider 
a bad one and leave it 
blank if you consider it a 
good one. Musicians can 
then generate a melody 
and/or rhythm based on 
monitored moods of the 
year, following positive/ 
negative patterns. 


Sacha Leopold 


www.sachaleopold.com 


A French graphic 
designer who completed 
his education at the 
École Supérieure des 
Arts Décoratifs de 
Strasbourg and at the 
École Supérieure d'Arts 


Appliqués de Bourgogne. 


His projects have the 
objective of exploring 
and experimenting 
through a constant 


questioning of the 
printing process. His 
favorite techniques are 
silkscreen and offset 
printing, but never 

in a conventional or 
banal way. He focuses 
mainly in print and 
editorial design-his 
latest project consisted 
in curating informative 
graphic design themed 


Sacha Leopold 


magazines such as 
GRATUIT on the printing 
world. The aim of the 
booklet is to enlighten 
students to a simple 
approach to printing, 
defining foundations with 
illustrated reportages, 
and printed examples. 
You can't push the limits 
if you don't know the 
basics. 
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You've got to enrich your 
tools and broaden your knowledge of 
the printing world by meeting printers 
and working in pair with them. 


As graphic designers we have 
to take the printing process further, 
especially with self-initiated projects. 


It's very important to keep 
having fun! Self-initiated projects will 
keep you playing! 


Don't use online portfolios 
as the only tool to display your work 
to clients or collaborators. Show a 
printed version whenever you get 
the chance. 


775 


An image is a world-extract. 
Meeting people that are not 
graphic designers is very 


important: farmers, plumbers 


$ 


can be of great inspiration. 
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Be versatile. Learn about 
web, photography, and video. 


I don't work with definite 
timetables, I spend most of my time 
on the net looking for other projects 
and on social networks. 


I try to promote my work 
in different places with different 


mediums like art galleries or books. 
Ilike to send my work out of France 
and compare it to different cultures. 


Don't disown tradition 
looking for that fashionable graphic 
design approach, instead analyze the 
past before everything. 


Transfer 2D ideas like leaflets, 
posters, or books to 3D objects and on 
unorthodox printable surfaces. 
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Conoce la historia del disefio 
gráfico. A veces, las imágenes de 
épocas pasadas pueden resultar muy 
innovadoras. 


Contempla a fondo la 
realidad y déjate inspirar por ella. 
Tienes que tener un cuaderno de 
bocetos. 


Build your own image 
collection while living everyday life or 


traveling. 


Remember that the tools are 
basically the same for every designer. 
So feed your brain daily with 

knowledge, culture, and sensibility. 


Try some analog painting and 
drawing techniques. The combination 


of analog and digital paths can lead 
the creative process towards new 
possibilities. 


Take some minutes off the 
computer several times a day to relax 
your eyes and restore your ideas. 


Backup your files 
|j automatically. 


Think of you and your 
client as a team. Together you can 


accomplish both his design needs and 
your need to produce good work. 


Every job is a potential 
opportunity to create meaningful 


visual experiences. Find your playful 
way to work and have fun. 


790 


Read what designers write. 


256 


Sara Goldchmit 


Sara Goldchmit 


www.saragold.com.br 


During university years, 
Sara's creative flair 
developed together with 
a growing interest for 
drawing, photography, 
and typography. 

After graduating in 
Architecture from the 
Universidade de Sao 
Paulo, Sara Goldchmit 
joined the fervent 
Brazilian graphic design 


scene. She established 
and ran Imageria 
Estudio between 
2005-2007; the busy 
practice created award- 
winning graphic design 
projects, mostly revolving 
around editorial projects 
for publishing houses 
and exhibits. She 

earned her master’s 
degree in design from 


Universidade de São 
Paulo and is now a full 
time lecturer at Istituto 
Europeo di Design 

in São Paulo. Since 

the end of 2008, she 
spends most of her time 
traveling, researching, 
and producing graphic 
design pieces and 
illustrations around 
the world. 


Sebastian Onufszak 
www.sebastianonufszak.com 


Born in Breslau, Poland, 
Sebastian Onufszak is 
a visual artist focusing 
on print, interactive 
media, and motion 
graphics. After working 
as creative director at 
Parasol Island for more 
than two years, he is 
now a self-employed 
designer and director 
based in Augsburg, 


Germany. Since 2002 
he has been working for 
an international range 
of high-end clients 

like Rayban, Nike, The 
Financial Times, Blau 
gallery, SonyEricsson, 
Mercedes, Red Bull, 
Jeep. Additionally 

he is renowned for 

his experimental live 
visuals which supported 


Funkstoerung, Mouse 

on Mars, Michael 
Fakesch, and many more. 
His rich and textured 
illustration and design 
works were featured in 
numerous publications 
and exhibitions 
worldwide. He is founder 
of the artist collective 
Propagandabuero. 


Sebastian Onufszak 
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SO WHAT?! 


A 


$.. 


Move. If you want to survive 
in the graphic design industry 
© and become successful, don’t stay 
@ at home and wait until someone 
P" J* discovers you. You have to be 
proactive and make the first move. 


OPEN YouR MIND. Be open- 
minded about all challenges and 
opportunities. Try everything. 
Combining different techniques and 
experimenting with them is the only 
way to improve your skills. 


Get INSPIRED. Absorb all 

the amazing impressions of your 
surroundings. Go outside, be inspired 
by nature, visit exhibitions, or read 

magazines and books. Everything can 

help you gain new perspectives. 


Don’t copy ANYONE. Stay self- 
contained. To get inspired does not 
mean to adapt other designers or 
artists. Develop your own personal 
style. 


Go Your own way. Be 


committed to the stuff you do. Stand 
behind your opinion. You don’t have to 
be liked by others, but you should be 
satisfied with your work. 
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i t : S#@!t HAPPENS. Make 
Au | mistakes, but don’t repeat them. This 
aS UM í is the only way to collect experiences 
and to use this cognition for your next 
projects, avoiding troubles. 


PRACTICE, PRACTICE, PRACTICE. 
Design has to become your passion. 
Use every spare minute to improve 
your skills. Work on your own 
projects, rise to new challenges. 


A : BE A GOOD TEAM PLAYER. AS 

a graphic designer you mostly 
collaborate with other professionals. 

i Listen to their arguments to get a 

Í broader point of view and to become 

more critical. 


Have Fun. Above all: enjoy 
what you do! Who else can claim his 

' profession his hobby? This attitude 
NAG will facilitate your work and life. And if 
Mi something goes wrong: It's just a job. 


800 
Brainstorming 
is a creative process, which takes its 
time. Just like a bonfire you have to 
feed it with permanent input, until you 
come to an optimal design solution. 
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PonrFoLro. Designing your own 
portfolio can be one of the hardest 
projects a designer will work on, asa 
Client to yourself it can be impossible to 
make choices that would usually come 
as second nature. I think its best not to 
approach the portfolio as a project that 
would then feature in your portfolio, 
keep it clean and simple and make 


= sure the format doesn't compromise 
» your work. It's important to note that 


a portfolio should first and foremost 
show your work, any superfluous design 
elements included within that should 

be minimal. I think most agencies 

agree that the Al black art portfolios 
associated with foundation courses are 


. out-dated and unpractical. 


z READING THE BRIEF. Designers 


often talk about reading the brief; 

this doesn’t just mean forming 

an understanding to the primary 
requirements of the client. Most 
importantly this is about understanding 
the essence of the clients problem, 

and thinking of creative solutions that 
may not be defined in the initial brief 
as workable outcomes that surpass 

the result of the original creative 
requirement. The nature of this thinking 
has to be relative and reasonable 

to the client. As an example, it is not 

to say that if a client has asked for 

new stationery, a proposal of a new 
office space that has greater impact 

on the clients communication with 

their customer is a valid solution, it is 
unreasonable and far off the mark from 
the original scale of the project. It is 
about pushing the client, but knowing 
most of all what's fitting for their needs. 


— [| pe 


CLIENTS AND THE “IDEAL CLIENT.” 
In my opinion the notion of the ideal 
client is misconception, typically it is 
assumed that the ideal client stands 
back with little creative input, allowing 
the designer a free reign with no solid 
requirements to fulfill, consequently 

it can be very hard to analyze the 
outcome of work void of objective and 
purpose. The reality of the situation is 
that working with an understanding 
and cooperative client can produce 
creative work that addresses real 
commercial needs in an aesthetic and 
functional manner. It is the outcome of 
compromise and understanding from 
both designer and client that produces 
the most beautiful functional solutions. 


SELF-PROMOTION AND CONTACTING 
STUDIOS. Self- promotion needn't be a 
soul destroying act of dragging your 
body to every studio you've ever heard 
of. Carefully and considerately select 

a manageable number of studios to 
target and focus your efforts. Start by 
making a phone call to find out who is 
the right person to send a piece of self- 
promotional work to. Once having sent a 
sample of your work, call the person you 
sent it to and ask if they have received 
it and what they thought, and whether 
it would be possible to arrange a 
portfolio review with them. You will soon 
find that as long as your portfolio is in 
good shape a few meetings will start 

to show results and present a range of 
opportunities. Be sure to stay in contact 
with these people so they don't forget 
who you are, you may well be working 
with them in the future. 


GENERATING IDEAS. When you're starting 
out as a designer coming up with 

the right idea can be a formidable 
task. Along with experience of 
designing creative solutions and client 
interaction comes an understanding 
of what's required and how 
conceptual qualities are important 

to the creative process. The most 
important factor in generating ideas 
is research, from research comes a 
knowledge of the subject and creative 
inspiration in terms of what's possible 
and feasible within the parameters 


of the brief. 
help form the basis of a visual and 

It 
is significant to note that inspiration 
from a diversity of disciplines is 
evident in the most original and 
productive creative solutions. 


Sivietance 


Oraanization. The unexpected 
reality of being a designer is that 

the majority of your time is spent 
doing everything else but designing. 


© With reference material, contacts, 


and samples filling your studio space 
it's important that you have a well- 
organized area in which you can work. 
Invest in furniture, hardware, and 
software that will help to organize 

the digital and physical mass that is 

so quickly accumulated. It is a great 
anomaly of being a graphic designer 
that we are at our most creatively free 
when we are most organized. 


PRESENTATION AND VISUALIZING 
IDEAS. Presenting ideas is one of the 
most important aspects of a designer's 
work, especially when you're presenting 
to a client that may not be used to 
visualizing without having something 

in front of them. Ideally a true mock- 

up will be your most impactive means 

of presentation, allowing the client to 
appreciate the tactile aesthetics of the 
work before committing to go ahead 
with the production. Although, in most 
cases this can be an inefficient use 

of time and can eat into the budget. 
There are, however, resources to 
transform your drawings into believable 
visualizations that can work well in 

a presentation. Check out 
www.livesurface.com 


PunPOSE OF DESIGN. Tt is 
noticeable that more and more 
designers are producing self-initiated 
projects as evidence of elaborate 
creative solutions in text and image 
layout. Aesthetic treatment to design 


elements, such as typography should 
i a semiotic relationship to the 
context and fit within the conceptual 
reasoning of the project. It is also 
important to note that practicing 
designers will be more impressed with 
an example of creative expression d 
within the constraints of a working brief 
rather than in work of self-indulgence. 


FAVORITE FINISHES. Specifying 
finishes and materials can be difficult 


and detrimental to your design if you've 
had no experience of using them before. 
A good printer can be very helpful in 
this respect and provide samples or 
examples of similar finishing techniques P d 
on previous projects. If possible within 

your schedule, you should request a 

working proof. Often designers have 

favorite finishes or materials which have 

served them well on previous projects, 

it's important to remember that the 

specified finishing of a project should 

always remain appropriate to the design 

solution and not undermine the legibility 

or agenda of the work. In my experience 
simplicity and moderation is the key with 

finishing, and not to use every trick in 

the book on one project. 


View or pesiaN. Rational and 
appropriately designed solutions. 
Regardless of the budget and time, 

my approach to creative work remains 
consistent. I always endeavor to create 
solutions that communicate the essence 
of the idea in a pure aesthetic. 
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Simon Hughes 


www.sebastianonufszak.com 


His studio work is 
primarily brand- 
orientated, often 
making use of bespoke 
typographic solutions 
to assist creative 
design and appropriate 
direction. Hiding cozily 
in a small-but-well- 
located studio space, 
he makes use of the 
essential resources for 


good design: books, the 
Internet, bright natural 
light, and a kitchen. 
Working primarily as 

a freelance designer 
with his own studio 
projects, he also enjoys 
collaborating with 
specialists to realize 
design solutions for 
multimedia and web- 
based applications. 


His most prominent, 
latest projects 

include Helvetica, an 
experimental typeface 
derived from Helvetica 
Neue. The typeface 

is the outcome of an 
exercise in abstraction 
and legibility, reducing 
letterforms to their 
most basic structural 
characteristics. 


Slang 


www.slanginternational.org 


Nathanael Hamon is the 
graphic designer behind 
Studio Slang. Born in 
France, he relocated to 
the US with his family at 
the tender age of ten. 
After earning a BA in Art 
History, he continued his 
lifelong interest in visual 
creation and started 
working in graphic 
design. Berlin has been 


his home since 2000. 
Why Slang? The linguistic 
definition shares 
characteristics with his 
approach and sensibility— 
fresh, playful, and 
constantly reinventing 
himself. A slang is a vivid 
and informal language, 
heartfelt and true to 
particular groups of 
people. So far, he’s put 


his signature on lots of 
posters, record and CD 
covers, books, typefaces, 
illustration; mainly 
dedicated to music, arts, 
and culture. Examples 

of his work can also be 
seen in books, magazines 
and...on walls. 


Slang 
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activate, bring about, cause 
start, goad, stir, incitation 
incitement, bring on, effect 
elicit, generate, give rise to 
effectuate, induce, lead to 
produce, prompt, provoke 


DO SOMETHING FOR OTHERS. ingenerate, make, occasion 
What effect does your work have on result in, provocation, set 
society? What are you contributing? A . A 

What is your message? Does it make off, touch off, instigation 
people think? Does it encourage set in motion, set off, spark 


discussion? Do you believe in it? 


Use a THESAURUS. It can help 
you find interesting associations and 
trigger unexpected ideas. 


Colect. Build up a collection 
of texts, quotations, and statements 
you find inspiring or that could 
become the driving idea for future 
projects. 


ExPLAIN. Be willing to educate 
your clients about design. Be aware 
that they don't think about design all 
day and that it might be quite foreign 
to them. 


Photocopy. Zoom in, zoom out, 
ighten, darken. Repeat. 
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Ir's LIKE A GAME. Define 
parameters and decide on a few rules 
by which it is to be played. This helps 
you be clear about what the focus of 
each project is and what space you 
can explore. 


Mix 1T up. Keep your work 
fresh by taking on projects fora 
variety of reasons: creative freedom, 
exposure, reference, money, portfolio, 
context, personal interest, volunteer, 
collaboration, fun, etc. 


Do rr Your way. Everybody 
has a different sensibility, different 
eyes, different voice, different filter, 
different edit. Express yourself. 


Cottasorate. Two, three, or 
four heads are usually better than 
one. Build a network of people to 
work with. 


TAKE A BREAK. If you're stuck, 
put it away, close it, quit it, shut it 
down. 
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WE THINK THAT DESIGN IS MOSTLY UGLY. 

A very famous designer told us once 
that almost everything he does for 
pay looks very bad. Be prepared to 
have to make ugly things also. 


WE THINK THAT NOTHING IS WORSE 
THAN THE SILENCE AFTER TELLING AN UNFUNNY 
joke. A good design concept can be 

a tiny source of joy that brightens 
the day of your audience. And that 
brightens the day of your clients. 

To make sure your concepts are 
coherent, we suggest describing 
yours idea in prose. If an idea isn't 
clear in writing, it won't communicate 
as a design. 


WE THINK THAT THE JPEG OF YOUR 
LATEST PROJECT LOOKS FANTASTIC ON YOUR 
PORTFOLIO WEBSITE. How does it look in 
real life? A design's success should 
be measured by its actual usage. 


WE THINK THAT IF YOU WANT TO BE 
LUCKY YOU HAVE GOT TO SMILE. A folk song 
taught us this. 


WE THINK THAT DESIGN IS 
FUNDAMENTALLY A FASHION INDUSTRY. 
Though it is most apparent in 
women’s clothing, all design work 
exists in relation to the tastes of the 
time. Having an understanding of 
how new tastes develop can help you 
figure out how to avoid irrelevancy. 
For this we recommend the economist 
Thorstein Veblen's The Theory of the 
Leisure Class. 


WE THINK YOU NEED TO TAKE CARE 
OF YOUR FRIENDS. We don't think this will 
necessarily help your career. It may 
even hurt it a little. 


WE THINK YOU NEED A HOBBY. 

At one point design was your 

hobby, but now it is your job. That is 
because you are probably a fantastic 
designer. Now, you need to love doing 
something that you are terrible at. 
This will keep you humble. 


WE THINK YOU NEED TO WORK 

ON YOUR CREATIVE DEVELOPMENT. Design 
is your job, but remember when it 
was your hobby? It was so much 
fun. An exciting new project without 
the concessions of clients work will 
surely take you back to your salad 
days. Perhaps you should start a 
self-initiated project or do some pro 
bono work in exchange for creative 
freedom? 


WE THINK THAT YOUR HEART HAS 
SOMETHING TO SAY TO YOU. When you are 
finally creating the work you were 
meant to create, you will feel a warm, 
encouraging burst of energy. You 
should try to be happy in the making 
of things, not with the results. 


WE THINK THAT YOU MUST BE 
FREE. You may find yourself down 
some road that you wish you hadn't 
ended up on. Don't ever hesitate 

to change your work, change your 
style, change your job, change your 
name, and get yourself free. 


Sparrow v. Swallow 
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Sparrow v. Swallow 


Sparrow v. Swallow 
WWwW.Sparrowvswallow.com 


A New York creative 
studio focused around 
the work of Philip Fivel 
Nessen, on his own 

or with collaborators. 
Sparrow v. Swallow 
strives to produce 
graphic design, web, 
and illustration projects 
in a slightly different 
way than anyone else, 
focusing on a very 


personal style and 
attention to detail. 
Their extensive list of 
clients grants them 
industry creed and 
they are a well-known 
name in a New York 
scene that is—to say 
the least-saturated 
with great graphic 
design studios. They 
have worked with many 


editorial, publishing, 
and institutional clients 
including The New York 
Times, Business Week, 
LA Times, Playboy, 
McSweeney’s Quarterly, 
Stefan Beckman, 
Pearson Publishing, Yale 
Divinity School, Illlusive 
2, Die Gestalten Verlag, 
Threadless Select, and 
Bicycling Magazine. 


Studio 't Brandt Weer 


www.tbrandtweer.nl 


Studio 't Brandt 

Weer dates back to 
1999. A lifetime. Two 
livelong collections of 
impressions, images, 
thoughts, and ideas. 
And the everlasting 
readiness to re-enter 
the school of life. That 
is the way they work. By 
having the nerve to wait 
and the guts to choose. 


By brainstorming 

freely and producing 
purposefully. By traveling 
and sitting still. By 
teaching others and 
always being willing to 
learn themselves. It is 
their own curiosity and 
eagerness to understand 
that starts the quest for 
new visions. Nothing is 
what it seems. This is 


Studio 't Brandt Weer's 
motto, the formula of 
their chemistry. In close 
collaboration with their 
clients they search for 
the truth of that specific 
moment, of that specific 
challenge. Together with 
their clients they search 
for new ways to look at 


the world and to show it: 


obvious really. 


Studio 't Brandt Weer 
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Thou shalt have many gods. 


Thou shalt make thyself many 
graven images, not necessarily with a 
likeness to anything. 


Thou shalt not take the name 
of thy dreams in vain. 


Remember the inspiration, 
to keep it holy. 


© BEEE Thou shalt not kill any ideas. 


836 
Thou shalt play with fire. 


Dé 


cq 
i. 


Thou shalt commit adultery if 
needed for creativity. 


BEEE] Thou shalt steal anything but 
originality. 


Thou shalt not bear false 
witness against thy principles. 


Thou shalt not covet that 
which is thy neighbor's, for thou shalt 
not need it anyway. 
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IMAGE NOT FOUND 


_Y No designer's theory should 
be considered as a sacred model, but 
rather as one option among others, 
which can be used and connected to 
create specific design for a project. 


BEZE Don't spend your time 


arguing about which OS is worst. 
Both PCs and Macs can be fitted out 
with the same software. 


For each new project, I try 
to do something I’ve never tried doing 
before. Hence, work is rarely boring. 


Print design is a wide field. 
It often goes beyond paper to link up 
other design activities like product 
design (packaging), space design 
(signs), or textile design. 


e 


BEZE Important mottos to have 

in mind: "Target the logical, then 

the sensitive,” “Form follows the 
function” (Louis Sullivan). Then there 
is: "Functionalism (please let me 
design)" and "Pay your bills." 
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Print design and web design 
require very different technical skills. 
They are two different areas. 


It turns out that killing 
zombies is a good option when ideas 
don't come. It won't solve problems, 
but it's definitely relaxing. 


I'm used to picking up flyers, 
leaflets, and brochures anywhere I 
go. Then, I archive them in boxes. It's 


another kind of graphic resource. YOU MUST BE OVER. 18 


TOVIEW THIS IMAGE 


HEED] Meeting > analysis of the 
various contexts of the demand 


> concept writing > graphic 
experiments > project > presentation 
of project to client > (modification of 
some details) > validation by the client 
> files completion » manufacturing 
follow-up » delivery > invoicing > 
check bank account > buy coffee. 
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require the same attention. 


Studio Punkat 


Studio Punkat 


www.punkat.com 


Hugo Roussel, the man 
behind Studio Punkat, 
lives in Nancy, France. 
He has been working 
as an independent 
graphic designer since 
2005, after having 
spent four years in an 
agency. Specializing 

in print, he provides 
answers to problems 
of identity, editions 


or signs, for cultural, 
institutional, or private 
entities. He also employs 
his time teaching 

visual communication 

in a design school, 

in workshops, and 
conferences. He was 
born in 1976 and can 
drink about 1.5 liters of 
coffee per day. Latest 
projects include: a visual 


identity for Association 
de Musique Ancienne de 
Nancy, the activity report 
book for Direction des 
Affaires Culturelles de 
Nancy, a catalog for the 
exhibit Victor Prouvé, 
Les Années de l'École de 
Nancy, and the magazine 
Art Noveaux. 


Subplot 


www.subplot.com 


Matthew Clark and Roy 
White are the minds 
behind Subplot. Matthew 
took a circuitous route 
to design. Prepping 

in high-school for a 
medical career, he sat 
on the fence by enrolling 
in both advanced 
biology and studio art 
before fully switching 

to a fine art major 

with concentrations in 


psychology and literature 
from the University of 
British Columbia. Roy, 
instead, was born in 
London, and graduated 
from the Mander College 
of Art and Design at 
eighteen cutting his 
teeth early at renowned 
UK design firms, The 
Partners and Carol 
Dempsey and Thirkell. 
Shortly after he founded 


his own successful 
design firm, The Third 
Man, working with the 
likes of Virgin Records 
and the Royal Opera 
House. Their experiences 
combined make Subplot 
one of Vancouver's and 
Canada's most respected 
graphic communication 
practices. 


Subplot 
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= [ p 
es A [ Start ON PAPER. We believe that ideas 


should start on paper and only when approved 
ONDON pe 
Shah d | = 


a » as a concept by the client do we move onto a 
=< computer and develop. We are initially asking 
a client to buy into a concept, an idea, and not 
a particular typeface, or color, or “look.” We 
xk find that at the early stages these things can 
MEE ito tt be a distraction for clients and detract from 


= the decision-making at hand, which is: which 
» > concept is most appropriate, most relevant and 
» P compelling? 
» 


Mind by Beryl McAlhone & David Stuart, 
published by Phaidon Books. Full of "the" 
smartest, clever, conceptual design projects 
from the last 20 years. Second best book ever 
Stop Stealing Sheep & Find Out How Type 
Works by Erik Spiekermann, for all you type 
hounds out there, a book that every design 
student should read to get a grasp that 
typography is much more than throwing a few 
typefaces on a page. 


: Yd BEST DESIGN BOOK EVER. A smile in the 
Ce | 


Troy Freaks. Our studio is a 2,000- 
sq-ft open plan. Both my partner and I are 
ony tidy freaks. This is in our personalities but also 
1 in an open-plan working environment such as 
ours it is a must or the place would look like a 


E y^ bombsite. 


DESIGNERS ARE GENERALLY NOT THE BEST 
SALESPEOPLE! That's not to say we do not sell 
ourselves, but we do it through creating 
great work, ensuring that we then share it 
with publications and industry magazines and 
regularly enter into design awards. We find 
exposure has increased our profile in the 
industry and has led to generating a lot of 
new business. Most of our work comes 

VAN through recommendation. 
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OUR IDEAL CLIENT IS ONE THAT IS A FIT FOR 

US AND US FOR THEM. It's not a specific project or 
type of project or project in a certain category. 
This is something we ask ourselves of any new 


prospect or potential project. It is based on one 


simple question and two very simple principles: 
is this organization entrepreneurial and 
visionary? If the answer to either is no, then it 
is likely not a very good fit for either of us. We 
work best for organizations that are looking 

to define their category, break the mold of the 
category norms, stand out, and be different. We 
look for potential clients who have the ability 

to recognize good design, and appreciate the 
value it can bring to their business. 


ON coMMUNICATION. Like the rest of the 
world I am completely lost if I leave my matte 
black pigeon at home. 


Favorite font: has to be Auto, created 
by Underware Typehouse in Holland. Amazingly 
beautiful font with wide range of weights 
available. The italic has the most beautiful 
quirks to some of the characters. 


Font I always wanted to use: Mr. Bear, 
an alphabet created out of a bear in different 
positions to create letters. Just waiting for that 
perfect project to use it! 


BEEJ Take 7 to tHe enn. We find that clients 
come to Subplot for a specific creative product 
that they see, that is in part to the contribution 
and what the two partners have to contribute 
and bring to the table. Any client has one of the 
two partners as the lead on the project and 
actively involved at all times. 
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RESEARCH IS CRUCIAL. Without it you 
are designing blind. There needs to 
be a clear understanding of not only 
the client and how they currently 
present themselves, but also the 
competitive landscape within which 
they operate. Who are their key 
competitors? What do they say? 
What do their brands stand for? 
How do they present themselves? 
All these questions are asked. 
job is to help our clients stand out 
Without 
diligent research one never knows 
if what you are saying is unique to 
you or is being said by everyone else 
in the category too. We will always 
complete a client audit, a category 
audit, and a best practices audit, 
which may not be direct competitors 
but will often encompass things 
that the client may not have thought 
of. Key interviews with corporate 
stakeholders and even key clients 
also reveal branding challenges that 
will be anticipated in our solutions. 
For larger consumer brands we 
will work with a research firm to 
conduct qualitative and quantitative 
research as is appropriate. This is 
particularly vital for packaged goods 
and “revolutionary” branding changes 
for our clients. 


A “eg = 
E E di es ve TSA 
: To be successful in 
anything—and graphic design is not 
an exception— you must have talent, 


strong motivation, determination, and 
patience. 


The best ideas come 
naturally. All you have to do is sit 
down, take a piece of paper and a 
pencil, and get cracking. 


Learn to enjoy the creative 
process itself. Don't take the 
commissions you make or projects you 
work on just as your job. 


Try to avoid dull 


commissions, which don't have 
any creative air about them. They 
will do nothing for your creative 
development. On the other hand, 
don't be afraid to do interesting 
projects for free. They can bring 
you positive experience and good 
promotion. 


MEE Always do your job well and 
on time. If the client is happy with 


your work he/she is very likely to 
recommend you to his/her friends, 
colleagues, business partners, etc. 
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Get good social connections. 
We received the most interesting 
commissions through our friends and 
acquaintances. 


Think twice before 

working together with anyone. Even 
good friends can turn out to be 
irresponsible when it comes to work. 


Try to spend less time 
surfing the web. There is a lot of 


information, which you don't really 
need and that will distract you from 
work. 


Don't be carried away by 
trends. Originality is something that 
attracts people's attention and that is 
always in demand. 


870 
If people don't know about you, it 
Make the world 
aware of your presence; create a 
portfolio on the web and send out 
news letters about yourself or your 
studio to the sites and blogs, that 
are likely to post about you or offer 
you some work. The more e-mails you 
send out, the better. 
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The Sicksystems 


www.sicksystems.ru 


Starting out as a 
graffiti crew in 2003 
without thinking much 
about the future, they 
soon got bored by the 
limits of graffiti writing 
and started looking 

for some new ways of 
expression. Today The 
Sicksystems do graphic 
design, illustrations, 
identity, typography, 
and many other things. 


In their artwork they 
look to combine the 
work of artists, graphic 
designers, and graffiti 
writers. They began 
mostly with commissions 
for small independent 
companies founded by 
young entrepreneurs. 
Being absolutely free in 
terms of creativity was 
a very good experience 
and helped them grow 


as artists and designers. 
Then more people 
learned about them, 

the hype around grew, 
and bigger commissions 
started to flow in. To 
this day their slick 
street-inspired style has 
already been chosen by 
industry giants such as 
Nike and Miller Brewing 
Company. 


Thomas Williams 
www.thomaswilliams.com.au 


A Melbourne-based 
Australian graphic 
designer, Thomas has 
worked on a wide range 
of projects including 
magazines, publications, 
web-based design, 
identity and branding, 
packaging, super 
graphics, signage, 
way-finding systems, 
and other various 
print-based design. 


He has also worked 
with a variety of clients 
including MINI Cooper, 
Motorola, Ernest Hillier, 
Southern Comfort, 
Lifelounge magazine, 
State Government of 
Victoria, Fairfax Digital, 
and Melbourne and 
Olympics Parks. He is 
contingently working 

on personal projects 
as well as running co- 


Thomas Williams 


owned apparel label 
Amber&Thomas. His 
latest project is Twelve 
Months, Twelve Posters, 
where a poster using 
only black and white 
will be designed rep- 
resenting each month, 
of the year. At the end 
of each month, the 
poster will then become 
available to purchase 
online. 
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Insprration. I believe that Books. Books can be a 


inspiration is one of the most fantastic tool for any designer and 
important parts of the creative are great for both research and 
process for any designer. I don't inspiration. A favorite of mine is Logo 
just mean trawling through piles of by Michael Evamy. The well thought 
design books and visiting a handful out selection of logos is printed in 
of web pages (although these can be limited colors on a beautiful uncoated 
a great way to raise your awareness stock. There are literally thousands of 
of the work of other designers), I am books on logo design, however I can 
more specifically talking about what strongly recommend this book for any 
inspires creativity outside the realm designer's collection. 2 
of graphic design. A lot of my work is 
heavily inspired by my experiences, Process. The processes 
for example traveling, photography, of design are vast and as varied 
architecture, music, and general as the projects themselves. As a 
everyday happenings that take place designer it is rare to receive two 
around me. I believe that external identical briefs, therefore one must 
sources of inspiration are vital to approach each project from a fresh 
successful and interesting graphic perspective. I am a believer that a 
design. designer's process should adapt 

and change accordingly to suit the 
Researcu. In my view, individual needs of the project (and 
research and inspiration are two very often client). That said however, each 
different things, and should never process should be based on a good 
be confused. As the old saying goes foundation of research and thorough 
"knowledge is power" and as a graphic understanding of the individual 
designer this could not be truer. project. 


Research is about understanding the 
client, the brief, and what you hope 

to achieve. Learn to ask questions 

and never forget to listen. A good 

solid base of research is crucial to any 


design brief, from a logo to a complete 
visual identity. eL Anavsis. 10 critically analyze your own 


work is one of the most difficult things to do as 
eae The ability to edit your work is a 
valuable skill you can only obtain through practice. 
A good editing process will result in a higher 
quality output and an elevated standard of work. I 
find when time permits, closing your work and re- 
opening it the following day can enable you to see 
things that you may have overlooked previously. 
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SrviE vs. SuBsrANCE. With 
the advancements in computers 

and software and the amount of 
graphic design around us, it is more 
important than ever for design 
work to have substance. The smoke 
and mirrors produced by the latest 
version of Photoshop simply don't cut 
it. Computers and design software 
are merely tools for designers, 

they do not necessarily equate to 
good design. Good graphic design 
is produced from a combination of 
research, understanding, knowledge, 
and control of the design elements 
and principals. Some of the most 
influential design produced today 
uses only some of the most basic 
functions of the software currently 
available. Sometimes stepping away 
from the computer and picking up 

a pencil can be the best thing for a 
design. 


Passion. Passion is an 
essential part of being a good graphic 
designer and staying passionate 
about your work is crucial. However 
the reality is, graphic design is 

not always glamorous and can 
sometimes be repetitive and tedious 
(especially when starting out), so 
staying passionate can prove to be a 
challenge. This is why it's important 
to fuel your passion in other ways. 
Personal projects can be an excellent 
way to get creatively inspired, and 
can be beneficial for you in other 
ways as well. One of my more recent 
works, the Twelve calendar, has had 
more exposure than any single piece 
of work I have previously done and 
has proven to be a great way to 
promote myself and my work. 


Type. Typography is one of 
the most important elements used 

in graphic design; it can speak 
volumes about the designer and 

the project. I personally only use a 
small selection and believe that if 

a designer uses them well, a small 
range of carefully chosen typefaces 
is all that's required. As I am 

merely skimming the tip of this huge 
topic, the one piece of advice about 
typography I can give is select your 
typefaces carefully, understand your 
selections and how to use them. It 
is very hard to narrow down to a 
favorite; however a typeface I have 
enjoyed using recently is Apex New by 
Thirstype. 


ENVIRONMENT. This is often 
the most overlooked part of design, 
but I feel your environment can have 
great impact on the quality of your 
work. There are no specific right or 
wrongs, as all designers have their 
own preferences, but a few things I 
find that work for me are having good 
light (from my beautiful horse lamp), 
a comfortable chair, and my book 
collection at arm's length. 


Engoy yourse-r. I believe 
above all it is most important for a 
designer to enjoy themselves and the 
creative process. Design is not just 
another job or a career path, it's a 
passion! I am fortunate enough to be 
able live my passion every day, and 

I think if you are willing to make the 
most of it, life as a graphic designer 
can be very rewarding. 


Apex New Book 

ABCDEFGHIJKLMNOPORS 
abcdefghijklmnopqrstuvw» 
01234567898&0123456789 


Apex New Medium 

ABCDEFGHIJKLMNOPQRS 
abcdefghijklmnopqrstuvw 
0123456789&012345678 


Apex New Bold 

ABCDEFGHIJKLMNOPQRS 
abcdefghijklmnopqrstuvw 
0123456789&012345678 


Deconstrué 
SUPER 


SHAKE AN IDEA. Ideas seem to 
come easier to me when I'm moving 
around instead of sitting flat down in 
front of my desk, hence, I tend to go 
for a walk at a high pace. 


STRETCH THE INSPIRATION. I try | i 
to get as broad an input of different |) | M 
inspirational sources as possible. It PEAN 
is obvious to go see an exhibition, but 
from my personal point of view, I get 
the best ideas when I am far away 
from design and art. Cycling through 
the woods, windsurfing on the ocean 
keeps my mind open and free. 


POP THROUGH NEW CLIENTS. I 

get new clients through my website, 
and sometimes a completed project 
generates a new project for the same 
client. 


THANK A RANDOM COMPUTER 
PROGRAM. I must say it was a great 
relief when the Patch Tool was 
invented. A lot of hours of retouching 
have been saved. 


LAUGH THE BRIEF. One can be 
serious and friendly at the same time, 
it is just a matter of etiquette. Being 
able to have a laugh with your client 
is always a good thing. 


JD AKK 


ivist theorists 
ORGANIZE THE COMPLEX. With 


a iCal and the calendar on a mobile 
N phone. 


PRAISE THE BEAUTIFUL. Mrs. 
Eaves is a font designed by Zuzana 
Licko for Emigre in 1996. It is my 
favorite because of its beautiful 
ligatures—a very illustrative font. 


UPDATE THE UPDATABLE. I have a 
website which I update as soon as I 
have finished a new project, though it 
requires a bit of time to photograph 
printed materials but it is worth it, as 
the whole world has access to your 
portfolio constantly. When meeting 
prospective clients in person, I 

bring a portfolio containing printed 
material, as the computer screen 
never can beat the real thing! 


PHONE AND E-MAIL. Use 


telephone and e-mail. Telephone 

is important to have a direct 
communication between you 

and the client, one can tell a lot 
from the tonality of a voice. E-mail, 
to list all the things being covered 
in the phone conversation, you need 
to have everything written down 

on paper before starting. Project 
misunderstandings are never a good 
starting point. 


DESPISE THE GLOSSY RINGS. I 
don't like ring binding, especially not 
if it is combined with glossy print. 


Thorbjørn Ankerstjerne 
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Thorbjórn Ankerstjerne 


www.ankerstjerne.co.uk 


Originally from Denmark, 
but now a steady London 
resident, Thorbjørn 
Ankerstjerne, graduated 
in 2007 from Central 
Saint Martins with a BA 
in Graphic Design and 

is currently working as 
a freelance designer. 

He enjoys working 
across a broad range 

of media from moving 


image, installations, to 
conventional graphic 
design. His latest 

and most prominent 
projects include: FILE, 
a magazine focusing on 
graphic design, art, and 
visual communication to 
watch and read. With 
its accompanying DVD, 
featuring over two hours 
of short films, music 


videos, and interviews, 
and a commissioned 
limited print for each 
issue, FILE is a survey 
of the current visual 
culture. He also recently 
curated the Blaak SS09 
LookBook, which was 
nominated by Wallpaper * 
as one of the best in 
2008. 


Tom Crawshaw 


www.tomcrawshaw.co.uk 


A UK graphic designer 
working primarily 

in print with a main 
focus on identity and 
branding, Tom is in love 
with logos, typography, 
greyboard, books, and 
the smell of fresh litho 
print. His approach is 
to always begin with an 
idea, even if this can 
take many forms, be 


it in the way a design 
looks aesthetically, what 
materials are used, 

or how the production 
and manufacture is 
applied. It is often 
apparent in his work 
that a simple approach 
is far more powerful in 
communicating the core 
message. Tom tends to 
strip away anything that 


is unnecessary, much like 
a process of distillation 
and refinement. His 
latest projects include: 
invites and wedding 
stationery for Jane & 
Dean Watts, a poster 
for The National Autistic 
Society, and identity for 
the band Molly Makes 
Mistakes. 


Tom Crawshaw 
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VACAT, 


RESEARCH AS MUCH AS POSSIBLE 
INTO THE SUBJECT YOU ARE DESIGNING FOR. 
The more information, no matter 
how general or subject-related, will 
ultimately give you better scope for 
developing ideas. 


BEEF In tre pesien process, THE 


IDEA DOESN’T ALWAYS HAVE TO BE AN OVERT 
CONCEPT-DRIVEN SOLUTION. For example, 
using a relevant or unique material, 
or perhaps a printing method can 
form the basis of an idea. 


IT'S ALWAYS BETTER TO HAVE FUN 
WHEN BEGINNING THE DESIGN PROCESS. If 
you're not enjoying it, this will be 
apparent in the work and the quality 
will suffer. 


KEEP UP TO SPEED WITH WHAT 

IS CURRENT. The wealth of design- 
based blogs is a great way to get 
regulan bursts of inspiration and also 
keep you informed of what's new in 
the design world be it typography, 
photography, 3D & moving image, 
web design, packaging, editorial, 
architecture, illustration, and more. 


BEEE] &xreriment with PRINTING 


TECHNIQUES AND FINISHES. It’s always 
more interesting to employ a different 
process and this can help emphasize 
a concept or add an extra dimension 
to the project. Unfortunately, this will 
almost always have an impact on cost. 
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| like it then you may well have saved 

$ everyone a lot of time and money. 

| If not, work on same alternatives, 

| taking into account any feedback. This 
| approach doesn't work for every client 


Ir ISN'T ALWAYS BENEFICIAL 

TO COME UP WITH LOTS OF INITIAL IDEAS 

ON A PROJECT. If a great idea comes 
along, present it to the client. If they 


but can often be a great way to build a. F 


good relationship and instill trust. 


GET OTHER PEOPLE TO LOOK AT 
YOUR work. If you've spent a long 
time working on something, you 
often become immersed to the point 
where you cannot spot mistakes or 
weaker aspects of a design. Letting 
others see the work will give you an 
alternative perspective. 


WHEN PUTTING TOGETHER A 
PORTFOLIO, HAVE IT IN AS MANY FORMATS 

AS POSSIBLE. It is always good to 

have a printed version to mail out to 
prospective clients or employees, as 
well as a PDF version. In addition, 
having printed portfolio boards are a 
good way to show many aspects of a = 
project. My personal portfolio for use = 
in meetings is A3-sized but I wouldn't BE 
recommend anything bigger. 
TRY AND SKETCH IDEAS FIRST. 

Time can sometimes be a problem but 

if you have it, working through ideas 

on paper first always helps. Drawing [i 
type is another good habit to get into, 
as it helps you to understand the ge 
detail of letterforms. 


J 


= 


Tom Crawshaw 


EEA It is always good 


to treat yourself as the client and 
design a branding package for 
yourself. It's one of the hardest 
things to do but if you can't do it 
for yourself, then any prospective 
clients or employees will not have 
great confidence that you can do it 
for them. 
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For me, being a good writer 
has been more important than being 
a good designer. 


Question all design decisions. 
Why that pattern? Why that font? 


To pass on a quote I read 
from typographer Donald Young: 
"Don't wait for inspiration, get 

to work!" (himself quoting Twyla 
Thorpe). 


The only way to find out is to 


do it. 
Hi Take drawing classes, and 
draw regularly. 
sea gi gularly 
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BSEDI Your creative voice will 
evolve from your natural interests 
and intuition, but you have to be i 
patient and make lots of stuff you 
don’t like too much along the way. 7 
There's no shortcut. Be 
As a designer, typography 
and design history are the two most 
important subjects you will ever 
study. 
D 


Control your inner critic: 
turn it off when you need to find 


ideas; turn it on when you start 
applying your ideas and refining Surround yourself with 
concepts. creative people When I 

: k was alone in my creative 
BEBE] Experiment with typeface pursuits, someone told me to 


pairings. Lately, my favorite combo is 
Neutraface by House Industries with 
Archer, by Hoeffler Frere-Jones. It is 
recommendable to avoid handwritten 
style fonts. 


start having breakfast with 
similar-minded people as me. 
This became one of the most 
important things I did to set 
me off on my creative journey. 


NEHTRA FACE 
archer 


Tom Froese 


Tom Froese 
www.tomfroese.com 


Tom Froese is a Toronto- 
born graphic designer, 
currently living and 
working in Halifax, 

Nova Scotia. His work 
combines design and 
illustration, which he 
describes as quirky 
modern—a blend of mid- 
century, international, 
and vernacular styles. 
For inspiration, he 


spends time perusing 
thrift stores for kitsch 
and old books. Out 

of all the things he 
enjoys most about his 
work, it is the happy 
accidents that arise 
when concept, humor, 
and whatever materials 
he has on-hand to work 
with are combined. Tom 
hopes one day both to 


teach and to illustrate 
children's books. Tom's 
latest projects include: 
Ourboros General Store 
Exhibition, a concept 
store to promote repair 
and reuse of everyday 
stuff, and a number 

of illustrations for the 
Sustainable City column 
in The Coast, a Halifax 
weekly newspaper. 


Tom Tor 
www.tomtor.com 


Tom Tor is a design 
studio and creative 
collaborative. Whether 
it be interactive, art, 
print, motion and/or any 
other item that inspires 
the team, there is a 
profound joy found in 
applying a unique sense 
of design and creative 
thinking. Tom brings 

ten years of visual arts 


experience. Having 
worked with prestigious 
agencies such as Chiat\ 
Day and Ogilvy & Mather, 
he cut his art direction 
teeth on many prominent 
name brands. Tom 
believes that creative 
communications bring 
together typography, 
color, and form to fulfill 
the strategic goals of 


a company, and deliver 
creative solutions, and 
trend-setting design that 
change the marketing 
landscape. His view on 
design has earned him 
many awards, including 
the United Nations 
Award of Excellence in 
Geneva, International 
Human Rights Award, 
and Design of Excellence. 


Tom Tor 
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If you can't draw it, shoot it. 
Use an illustration pen tool to create 
the vector graphics. Do not use auto 
trace please. 


BEIE Learn to modify an existing 
font. Print it out black and white, go 


oven with Pantone markers or a black 
pen by hand then scan it and put back F 
into Adobe Illustrator, trace with pen P 
tool and go over. 


Always sketch by hand to 
create a certain style and look that 
expresses your individuality. 


Understand contrasting 
scale value. Type weights should go 
from big to small for design and page 
layouts. 


When ideas run short, use 
typography to communicate 


your visuals. 


Understand the material 
you're working with, don't forget to 
do your research. 


If you're not working with a 
good image, learn how to collage your 
photos into an artwork or convert 
them in black and white. 


Understand the use of 
colors. Please remember less is more. 


Always ask questions when 
working on your project. Be ready to 
have an answer, a good reason, and 
an idea about your work. It will make 
things easier for you when dealing 
with your client. 


HEE It is absolutely necessary 
to research all subject matters before 


you begin working or sketching 
your ideas. 
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Listen and research. 


boi | - WlEEHI Design for the content. 


M Make ideas the starting point of your 
design. 


Don't read design books, just 
Gale look through them. 


See, talk, listen, read. Fear 
mediocrity. 


BEEJ Great clients meet three 
wp fe, criteria: they appreciate good design, FL NIZEET 
they like you, and you like them. 


em 


TIME 
of 
OUR 
SINGING 


Keep pushing your work and 


yourself to create outside of 


POWERS : 
| Why Arc Ycu Sc Sad? 


| Sclected Poem cf 
David W. Mcladden 


Vobis et Me me 


Die neue Moral 


Wer heute 19 ist in Deutschland, lebt eine 
eue Moral. Eine neue Moral, die den Sex 
üreine der natiirlichsten Sachen des Lebens 
Wält, intime Beziehungen vor der Ehe für 
elbstverstándlich ansieht, die Pille für jedes 
unge Madchen fordert und ledige Mütter, 
Homosexuelle und Grunnenehen aner- 


7 
' 
3 
"x 


E. FUEL 


PREFIX PHOTO 


f 
Maintain enthusiasm by 
taking on jobs that excite you. 


BEEJ Understand and incorporate 
strong grids and principles. 


BEEJ Know your fonts and how to 
use them. 


BERI Embrace the process of 
production, from beginning to end. 


Die 
| 9jahrigen: 


Am Abend, bevor ihre 

ols 1.2 zum erstenmal 
ohne sie in Urlaub fuhren, hörte 
Ricky Manter, 19, Telefonistin in 
Nürnberg, ungewollt cin Zwiege- 
sprách mit an, das Ricky gleichzei- 
ug belustigte und empõrte. Sie war 
vom Spiitdienst heimgekommen, im 
leeren Wohnzimmer parlierte laut- 
stark cin Fernsch-Politiker, in der 
Küche wusch Mutter Manter Ge- 


ARTS AND 3 


IENCES, 


298 


Underline Studio 


Underline Studio 


www.underlinestudio.com 


Claire Dawson and Fidel 
Pena created Underline 
Studio, a graphic design 
firm based in Toronto, 
Canada, back in 2005. 
The company, relying 

on its founders’ solid 
passion for graphic 
design, has since gained 
international recognition 
for creating intelligent 
and engaging design 


solutions for clients such 
as Dyson Canada, Harry 
Rosen, the Young Center 
for the Performing Arts, 
the University of Toronto, 
and Prefix Institute 

of Contemporary Art. 
Underline Studio's 

work has been widely 
recognized, including 
gold from the Advertising 
and Design Club of 


Canada, Graphis and 
the National Magazine 
Awards and citations 
from Communication 
Arts, the New York Art 
Directors Club, the New 
York Type Directors Club, 
Creative Review, and the 
American Institute of 
Graphic Arts and Applied 
Arts. 


Vertigo Design 


www.vertigodesign.it 


An acclaimed Rome 
design agency, Vertigo 
Design tries to propose 
a method rather than 

a style because they 
consider that all styles 
are equally functional 
depending on what they 
aim to communicate. 
Consequently the 

firm tries to attain 
goals following a 


rational, logical path 
and sharply focusing 
in on the message, 
thus limiting possible 
misinterpretations. 
Vertigo Design works 
on the many aspects 
and applications of 
visual design: corporate 
identity, corporate 
publishing, brand 
image, advertising, 


multimedia design, 

and exhibit design. The 
founders, Mario Fois 
and Mario Rullo, also 
teach Graphics and 
Visual Communications 
at Università di Roma 
(department of industrial 
design) and at the ISIA 
Roma Design (Higher 
Institute of Industrial 
Design). 


Vertigo Design 
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Inspiration can come at anytime— 
while sitting, eating, driving, or in the office. 
However, inspiration has to be focused and 
the important thing is to fully understand 
what clients want and, above all, their 
worlds. In this way, developing a visual 
identity system can truly be customized to 
last and potentially evolve in the future. 


A very interesting book which can 
inspire many ideas at the beginning of a 
project is The Art Of Looking Sideways by 
Alan Fletcher. Here, a completely un-biased 
and open-minded approach is employed 

to explore the complex world of visual 
communications. 


Contacting new clients is one 

of the most difficult and least defined 
activities. Word of mouth and being passed 
on by other clients is a frequent method 

of getting new clients. Once the potential 
clients have been contacted, a presentation 
kit of material and, in particular, a (hard 
copy) portfolio and our website are very 
useful; normally any choice is based on 
past projects that clearly show the levels of 
skill and capacity developed. However, the 
best way to demonstrate the appropriate 
expertise successfully is by showing how 
any visual communication problem can be 
efficiently resolved despite limited time 
frames and unpredictability. 


Professional relationships can be 
established very differently: they can be 
reserved with state institutions and large, 
formal hierarchical companies; or they can 
be informal with smaller companies where 
the staff is younger. Perceiving these 
differences immediately can contribute to 
avoid an unsuitable presentation. 


For project presentation 
meetings, slide shows are very useful 


in showing different stages of idea 
development—from what the client 
initially requested to the different 
solutions proposed. 


The use of formal grid 
systems to set out different visual 
elements (like in layouts) or the use 
of concept planning to develop a 
communications system (for instance 
using coordinating images) can 

be useful. This approach should 
however only be adopted once the 
project is well defined; early on, rigid 
frameworks can restrict creativity. 


Vertigo Design has 
always preferred DIN—an 


acronym for Deutsches Institut für 
Normung [German Institute for 
Standardization], a font we also use 
for our own logo. Its typesetting 
origins might have contributed to give 
it flexibility and that makes it suitable 
for a coordinated image approach. 


| The most practical and 
economical solution for project 
M self-promotion is the Internet— 


both through our own website 


@ and other websites specialized in 


graphic design. However, we have 


V^ ascertained that with new clients a 


direct approach with small printed 
books that set out our case history is 
the most complete and thorough way 
of presentation. 


Our approach is based on 
"a method, not a style." This means 
that we can adopt any visual style 

for potential projects. It is important 
that each visual feature efficiently 
contributes to the development of a 
definitive communications project. 
With this in mind, we also endeavor to 
begin developing our projects without 
any pre-conceptions, listening to 

our clients and interweaving their 
proposals and our suggestions into 
the visually stimulating foundations 
on which we develop these projects. 


The type of world we live in implies 
being overwhelmingly stimulated. 
The initial inspiration for any new 
project can appear in many ways 
and not always in front of the desk 
or computer. So now and then it is 
useful to shut down from the world 
and end up all alone with a pencil 

in hand or a laptop. Often jumping 
from one tool to another seems 
unintentional but eventually the time 
comes when all the ideas have to be 
put in order, in order to select those 
to be developed further. 
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On toeas. Brainstorm! Keep 
your thoughts functional and smart. 
Leave time for experimentation and 
production. Jot down as many ideas 
as you can, it can be useful for future 
projects. Creating an idea is like 
making a cake; the finished product 
must be delicious, not just filling. 


ON uppates. Keep your mind 
updated as much as you keep your 
computer. Archive resources such as 
books, magazines, design tools, left 
over design conferences material, 
fonts, photo stocks. This is how you 
build up a resourceful workspace. 


ON BEING stuck. Spending long 
hours and staring at your screen 
makes you forget the real objective. 
Ask for feedback. 


BELT On teat cents. Push the 


envelope. Ideal clients are the ones 
who get you carried away with 
your creativity, and the ones who 
buy your ideas. 


Volt Positive 303 


BEZE On inspiration. Walk the dog, 
cook, watch commercials, take a 
break, it helps you keep your focus on 
design. Watching commercials is a big 
source of inspiration; it triggers and 
stimulates your imagination process. 
Always make sure to write your ideas. 
Ask yourself what would you have 
done if you were the designer... 


BELT On rortro.ios. Always keep 
your portfolio up to date. Customizing 
your portfolio to clients' needs and 
expectations is key to success in your 
presentation, research the clients 
background on the Internet, market 
research tools or even by asking 
targeted questions, a questionnaire 
would help. I have a printed PDF and 
website portfolio, it is practical to 
have all three, especially if you work 
with long distance clients. 


Have a favarite font— 
Gotham. 


Hate one font— Gill. 


ON PRODUCTION. You can 
hate some techniques, but master at 


least one or two. Great ideas can be | 950] 
transformed into disaster if not well ON HOW FAR YOU CAN GET. faAMie[-leizTeis 
realized. design is pure time management. 


GOTHAM 
GOTHAM 


t LJ | m \ | different techniques to enhance and 
add this special touch to your work 
and client presentation. 


Leave yourself at least 40 percent 
of your timeline to improve, tweak, 
and refine your design. Research 
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Volt Positive 


www.voltpositive.com 


Ziad Alkadri has a 
Bachelor in Graphic 
Design from the 
American University 

of Beirut. With over 10 
years of experience, his 
design projects include 
publications, marketing 
collateral, print and 
interactive design. 

His works have been 
published and awarded 


in books and publications 
such as Graphis, 
Baseline, Eye, Applied 
Arts, and others. Ziad 
is creative manager at 
Xerox, and owner of Volt 
Positive design house 
based in Ottawa and 
Montreal. Volt Positive's 
multi-disciplinary 

scope of work includes 
all aspects of visual 


communication with 

a focus on social and 
cultural design within the 
small business and the 
non-profit sector. One 

of his most acclaimed 
works is a poster he did 
in memoriam of the World 
Trade Center for the New 
Talent Conservatory. 


Xavier Encinas 


WWwW.xavierencinas.com 


Xavier Encinas is a 
French Art Director 
living and working in 
Vancouver, British 
Columbia. He specializes 
in print and typography 
mainly for art and 
fashion firms. After 
graduating in 2003 with 
a Master's Degree in 
New Technologies, Xavier 
started his career in 


graphic design, crafting 
websites for small 
companies, promoting 
art exhibitions, and 
creating personal 
typography projects. In 
2005, Xavier was hired 
by Univers Poche, as 
head of the Internet 
department, where 

he put his marketing 
knowledge and skill into 


action. Since 2008, he 
is the art director and 
graphic designer for 
the photography and 
fashion magazine Under 
the Influence, and, in 
an effort to promulgate 
his passion for Swiss 
graphic design and 
typography, in 2007 he 
created the blog Swiss 
Legacy. 


Xavier Encinas 
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Use sketchbook and a digital 
version to draft the first idea. 


BEEE There are many books you should 
read! The Graphic Artist and his Design 
Problems, Josef Müller-Brockmann; 
Materials, Process, Print: Creative 
Solutions for Graphic Design, Daniel Mason 
and Angharad Lewis; Grid Systems in 
Graphic Design, Josef Müller-Brockmann; 
Altitude: Contemporary Swiss Graphic 
Design, Nicholas Bourquin, R. Klanten and 
Christian Mareis; 30 Essential Typefaces for 
A Lifetime, Imin Pao and Joshua Berger; 
Jazz Blvd, Niklaus Troxler. 


Keep your working space clean 
and minimal. 


BEEZ] Word of mouth and a persona! 
website will get you new projects. 


BIEEE 8e informal at meetings! 


FAAS 3 T€ 
s Pc coe. 
—— By A NeSOMe 


A or 


BERI Nothing is as exciting as print 
projects. 


Foil is a great finish to add to 
printed projects. 


BERI Keep a printed and on-line 
portfolio. 


BSEEE] Promotion is important, especially 
through websites and blogs. Helvetica is still one of the most 
beautiful fonts. 


— —— 
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Control the design process from 
creation to final production. 


BELE Never show your customers 
creations you're not completely comfortable 
with. 


Do not work alone. Two is better 
than one. 


METZ Keep experimenting for your 
personal enjoyment, fun, pleasure, 
satisfaction, try to take some time every 
week to do so. 


FILE NOT FOUND 
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EEG Use raw materials. A real pen wir 
give you a unique stroke, your mouse won't. 


BELT Do not do what your heart won't do. 


On each project, you have to keep 
learning new things. 


Helvetica is a good type, but there 
are plenty of others. 


BEEE] Nota! advice can benefit everybody. 


970 


L During the creative process, don't 


hesitate to use constraints to 


stimulate your creation 
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Young Graphic Designer 


Young Graphic Designer 
www.younggraphicdesigner.be 


After his graduation 
from ERG— École de 
Recherche Graphique, 
Julien Bertiaux launched 
Young Graphic Designer. 
At first, simply a website 
to present his works 

as a freelancer. After 
two years of evolution 
learning new ways 

of expression, Young 
Graphic Designer has 


grown and evolved. Yann 
Braibant, a La Cambre 
graduate, joined the 
team in 2008, bringing 
new lymph and thus 
making the project a fully 
bloomed graphic design 
agency. Their work is 
characterized by their 
love of intermingling 
with all kinds of 
techniques to research 


new ways to express 
ideas and concepts. And 
their efforts are not 
unnoticed: their entry for 
the Folon Poster Contest 
2008, a silkscreened AO 
on the theme of "I write 
to you from/about," 

has been awarded first 
prize. 


Your Friends 


www.yourfriends.no 


Your Friends is an Oslo- 
based graphic design 
studio, founded by Carl 
Gurgens and Henrik 
Fjeldberg. Henrik and 
Carl studied together at 
Central Saint Martins 
College of Art and 
Design in London, and 
have worked together 
with various clients ever 
since. Carl moved back 


to Oslo after enrolling at 
Kunsthøgskolen i Oslo, 
KHiO (Oslo National 
Academy of the Arts). 
Henrik graduated with 
a BA (Hons) Graphic 
Design degree from 
Central Saint Martins, 
and worked this last 
year at Uniform. They 
work in different areas 
of graphic design and 


"um 


develop solutions for 
identities, posters, music 
packaging, book design, 
editorial design, and 
typefaces. Your Friends 
work close with other 
designers, illustrators, 
programmers and 
photographers, and with 
a wide range of clients, 
both in the cultural and 
commercial fields. 
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THE PRINTER IS YOUR MASTER. Always 
challenge your master. Some printers 
only want to use standard techniques and 
approaches to the process. If they don't 
enjoy experimenting, find someone else. 


YOUR FRIENDS ARE THERE FOR A 
REASON. Make sure you always have some 
contacts at hand, and don't be afraid to 
use them. Showing sketches and explaining 
concepts to your non-design friends may be 
| surprisingly helpful. Your client is rarely a 
designer himself. 


PRODUCTION FOLLOW-UP IS ESSENTIAL. 
Be critical, use a magnifying glass and 
make sure the printers understand your 
requests. Bookbinders are often open for 
some last minute changes, which might give 
the project that little extra edge. 


Be ENTHUSIASTIC. A combination 
of excellent work, your enthusiasm for 
the brief, and your eagerness to produce 
great design always makes people talk, 
and improves the chances of getting new 
requests in the future. Enthusiasm also 
builds friendship. 


NEVER FORGET TO GET READY FOR A 
PROJECT. Research should always be ongoing. 
There are always new fields to explore, and 
several ways to improve your concept and 
design. 


Your CONCEPT Is «ev. Without a good 
concept your design may end up as pure 


decoration. If the concept isn't accepted \ [STATE T = 
oF THEA 


“i 


by your client at first, improve it and make 
it more visible—do more sketches. When É 
presenting a good concept, the client tends | [TAT 
to reach out further in production costs in 
order to maintain the overall idea. 


THE WHOLE IS MORE THAN THE SUM OF ITS 
PARTS. All aspects of design are equally as 
important. 


Texture. A print design is 
something that should always have focus 
on tactility, and it should feel good. Never 
accept printing on standard paper stocks. 
Take your time when deciding the desired 980 
paper, It should feel right in a rational way. 
Perfection is always a good thing! Everything has the potential 
of ending up as a great piece of 


Document YOURSELF. Good design, or can also turn out to be the 
documentation in all aspects of the process start of new business relations. Try 
may be very helpful. Especially if you're to develop the brief, challenge the 
being asked to be featured in a book like clients’ wishes, and don’t be afraid 
this. of getting involved to a greater 


extent. 
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IDEAS CAN SPRING UP EVERYWHERE. 
i E An idea can come up immediately, in an - : 
- | instant. I was at a meeting with a client; we > X. ~ 
| sat at a table in a café and discussed the & - a 
$ New Year gifts. In a couple of words the 
| client described a calendar brief and an 
T Va idea flashed across my mind— "matches!" 
© * | (editor's note: be sure to check out my 
; ` award-winning calendar made of matches 
M on the website). 


u BSEEE Ware wha you nave in mino. I first 
i ç$ describe the idea in words, only afterwards 
| I start designing. d 


< Music HELPS. When I work there 
is almost always music is playing—totally A 
different music. Sometimes it is a particular 

yg album over and over again; sometimes it is 4 
| all the music that I have in my computer. 


TRY TO KEEP IT ORDERLY. Usually I like 
it when my work place is in order but it’s 
rare. Whenever I work for an hour, my table 
resembles a huge dump. 


BEEE] Ger cients From everYwHere. Some 
of the clients find you; but it’s also good to 
send business proposals; then there are the 
regulars. 
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Work ON YOUR Looks. I prefer the 
clothes that make you feel comfortable and KA 
confident. Although there are meetings to 

which you need to wear something special. 


CHOOSE vouR FONTS wisely. I spenda * 
lot of time on choosing a font. As to Roman 
(English) letters I'm quite satisfied with the 
majority of them, but most Cyrillic fonts look 
horrible. 


VARY YOUR TECHNIQUES. I prefer 

working with simple graphic forms and silk- 

screening. Simple forms allow focusing on J 
ideas thus eliminating distracting excessive = : 

decoration. Silkscreen printing allows for a 

hand-made feel for small circulations. 


PRESENT A PRINTED PORTFOLIO. I often | 990| 
present my portfolio during a personal WORK ON YOUR ATTITUDE TOWARDS CLIENTS. 


meeting with a client. Most of my works are I prefer to be open at a meeting 
worth seeing live, as photos will not tell with a client. I'm neither serious nor 
even half of their stories. friendly; I try to understand a client 


and help. 
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Yurko Gutsulyak 


www.gstudio.com.ua 


There aren't many 
designers that can claim 
to be from western 
Ukraine near the 
Carpathian Mountains. 
Yurko graduated in 2000 
as a specialist in the 
field of marketing and 
management from the 
Technological University 
of Podillia (Khmelnitsky) 
and worked as a 
marketing specialist 


in a sewing factory. 

In 2001 he started a 
long-dreamed-of design 
career after relocating 
to Kiev. He has worked 
in an instant printing 
bureau, in an advertising 
agency, as a designer 

in a big corporation, 

and as a freelancer. 
Despite having no formal 
education in art, it's the 
experience in real life 


projects that counts. 

In 2005 he began his 
own business-Graphic 
Design Studio by Yurko 
Gutsulyak. In the course 
of seven years in the 
design industry, he's 
won more than thirty 
awards in national and 
international design and 
advertising competitions. 


Zwarte Koffie 


www.zwartekoffie.com 


Timo Kuilder, or Zwarte 
Koffie, is a one-man 
factory creating designs 
for all sorts of media. 
A fresh graduate of 
AKV St. Joost, he isa 
strong believer in the 
fact that every design 
needs a strong idea. 
He strives to produce 
uncomplicated, yet 
surprising designs, 


hoping that it puts a 
smile on people's faces. 
He creates colored 
worlds where the 
interactive mix with a 
strong concept delivery 
and an intelligent and 
fresh use of animated 
characters, colors, and 
bold typography. His 
latest project is Living 
Room. The sound, light, 


and temperature in the 
room make a wall come 
to life. The room will 
never look the same 
through a generative 
visual that shows the 
state of a living room. To 
achieve this, the project 
uses the sound, light, 
and temperature as 
input. 
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DON'T CONSTRAIN YOURSELF USING ONLY 
ONE TOOL. A tool can narrow creativity and 
has limits. Set yourself free and try using 
other techniques. Or use the current tool 
in an unconventional way. Graphic design is 
never a one-time creative eruption, instead 
it's always a well thought visualization of 
the idea. Don't let the tool (i.e. Photoshop) 
lead the design. If you just use the tool to 
help you realize your idea, you are fine. 


MAKE THINGS YOU THINK ARE INSPIRING. 
Work on projects that satisfy you and make 
you happy. Then it will probably make other 
people happy too. It keeps the quality high 
and leads towards originality all the time. 


BE CRITICAL ABOUT YOUR OWN WORK. My 
portfolio is very compact; I am noticing that 
this pays off. An average user spends about 
twenty seconds on my portfolio website. 

So they probably will only click on a few 
projects. Make sure these are your best and 
most prominent on your website. 


BEEJ ^ coon Loco ts SIMPLE ver EFFECTIVE. 
When I design a logo, I usually get stuck at 
one point. Sometimes it is a good thing to 
put it away for a while. Other times you just 
need to keep on designing, and try all sorts 
of forms until you get the desired result. A 
trick I use is to abstract the logo/lettering. 


NEDERLANDS | GUD 


BEEE Don’t speciatize. I do illustration, 
print, websites, and coding. This works for 
me. I notice that my added value is the fact 
that I can completely design and build a 
website myself. So for a basic website the 
client does not have to hire a developer. 
This saves them time and money. 


MEETS Dare to DEMAND A coon BRIEFING. If 
something is not clear just ask or call your 
client again. Boundaries set by a briefing 
also help me to create an idea. I cannot 
create something if there are no limits. 


Do NOT REPEAT YOURSELF. Try to renew 
yourself in every piece you make. I think 
it's rather hard. Because of time pressure 
I tend to do something that worked well 
before. But I strive to experiment and treat 


every single project like itis my first and last. 


WORKING IN A SMALL TEAM HAS MANY 
ADVANTAGES. Together with Jankees van 
Woezik, a talented developer, we created 
the website for Blond Amsterdam. Because 
we had the opportunity to work on the 
project at the same time, we were very 
flexible. Small changes could be done fast. 
When the developing gets done afterwards, 
the end product doesn't always look like it 
is designed. Working on the project in the 
same space and at the same time, improves 
the workflow. 


BSEEE] Ger inspirep sy everyTHING. Take 
pictures, look around you. I always visit 
media bookmarking sites like ffffound.com, 
dropular.net, and ilovenewwork.com to see 
fresh work. The possibilities are endless. 
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YES, DESIGN CAN MAKE YOU HAPPY Miss 
an inspirational talk by Stefan 
Sagmeister on TED (www.ted.com). 
Here he talks about moments in his 
life that made him happy and notes 
how many of these moments have to 
do with good design. Things I have 
Learned in My Life So Far is another 
of his inspiring publications. A good 
quote is "Having guts always works 
out for me,” referring to smart 
design. I agree, because I think 
holding back kills improvement. 
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